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GAMEFAN/DESTRUCTOID 
TWO MAGAZINES IN ONE 


Since the Nintendo Force came together to create this new print magazine in the wake of the cancellation 
of the legendary Nintendo Power, we're obviously big fans of the magazine medium - and we're happy to 
see another team (or two teams) working to keep video game coverage in print as well! GameFan (which had 
its first run back in the early '90s and so has a history almost as old as Nintendo Power) has been revived in 
a new, flippable form - on one side, you're getting the modern GameFan, while on the other it's the all-new 
Destructoid Magazine! 


We've done the flippable cover thing a couple of times with NF in the past, but it's only been a visual thing 
(having Pokémon X оп one side and Pokémon Y on the other with Issue #5, for example). Here, though, the 
two covers on either side of this joint print publication herald totally different content created by totally 
different teams once you open the pages up and look inside. 


Destructoid should be familiar to many of our readers, as three of the Nintendo Force team members 
came to us from that community and still write there - Jonathan Holmes, Tony Ponce and Chris Carter. For 
Destructoid's print debut, they have a killer Bloodstained: Ritual of the Night cover illustration and exclusive 
interview with creator Koji Igarashi, along with a strategy guide for the latest Super Smash Bros. written by 
world champion Gonzalo "ZeRo" Barrios, a feature on the special relationship that the Mother/EarthBound 
series has with its fans and more. On the GameFan side, meanwhile, you'll get more traditional news and 
reviews, as well as several contributions from the Destructoid staff. (Well, OK, | guess that means the two 
different sides don't have totally different teams creating the content.) 


If you want to try out the new GameFan/Destructoid Magazine, you can download the first issue for 
free by going to magzter.com/coupon/redeem and entering the coupon code DTOIDO215. If you'd 
rather have it in your hands (so you can enjoy flipping it back and forth), you can purchase a print copy by 
going to gamefanmag.com/products/samefan-destructoid-launch-issue - either one you pick, enjoy! 
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HELMETS REQUIRED 


Nothing makes you appreciate the hard work of 
video game level designers more than sitting in 
front of a blank level editor and trying to decide 
how to begin - and then further trying to see the 
process through to the end, creating a truly unique, 
challenging and fun stage to play. Nintendo's aim 
with Super Mario Maker is to present the most 
instantly accessible, most unintimidating level 
editor in the company's history, and, if you're like 
me, your mind's probably already overflowing with 
different ideas for the kinds of levels you're hoping 
to create with it. 

It's that spark of creativity that we're celebrating 
in this issue - and the games that have ignited that 
spark over the years by including things like level 
editor modes to give everyone from aspiring pro- 
fessional designers to the most casual hobbyists a 
blank canvas to work with, trying out just a piece of 
what goes into creating a video game. 

Our central feature looks back over the last 30 
years to present The History of User-Created 
Content, tracing the path Nintendo has taken that's 
ultimately led us to the release of Super Mario 
Maker. The classic focal point of Nintendo user 
creativity in the early '90s, Mario Paint, takes the 
lead in the Retro section, and our Download 
Reviews are kicked off by Stretchmo, the latest 
installment in the eShop-exclusive series that's 
been the most compelling source of user-made 
levels through the past few years. 

Super Mario Maker also leads the charge in our 
annual round-up of new Previews fueled by the 
games just announced at this year's E3 event in Los 
Angeles, and if all that weren't enough, we've even 
given you an actual Mario to make yourself! (We 
included a Cubeecraft Mario with this issue!) 

So step inside, but remember... 
always wear a helmet in 
construction zones. 


ДР 


LUCAS M. THOMAS, EDITOR-IN-CHIEF 
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LETTERS 


| hope Waddle Dee or King K. Rool ог 
Sceptile or Goemon or Shovel Knight or 
Shantae or Klonoa gets into Super 
Smash Bros. as DLC. One more thing, 
I'm OK with people voting for Rayman 
on the Smash Ballot! - EMOTIONAL 
BEN 


Riki from Xenoblade Chronicles. Why? 
Because IT'S HEROPON TIME!!! 
- GIOVANNI LAROCCA 


For the Fighter Ballot, | put in votes for 
the Ice Climbers (obviously), Andy and 
Commander Video. Andy because the 
greater Wars series spans 14 games at 
this point - more than Star Fox and 
Mother/EarthBound combined - and 
somehow the only representation it gets 
is an assist trophy. The mysteries of 
Sakurai's mind are an enigma. 

- ZACHARY CZARNECKI 

Quite so! Though Intelligent Systems’ 
Fire Emblem series has been rein- 
vigorated by the massive success of 
Awakening, it seems that an unfortu- 
nate side effect has been that atten- 
tion is being pulled away from its 
sister series, Advance Wars. Maybe 
when Aw finally gets a new sequel, it 
will be back on the radar for better 
Smash representation? 


Characters I'd like to see in Smash 
include Banjo-Kazooie, Isaac (from 
Golden Sun), Geno (from Super Mario 
RPG) and Professor Layton. - RAND 
ALTHOR 


| think Shovel Knight would be a good 
addition to the roster. He has good 


After the Inklings’ Turf Wars 
spilled over onto our pages last 
time (literally), we managed to 
clean things up around here with 
a smile - we just can't stay mad 
at those little mess-makers! It 
wasn't all Splatoon last time, 
though, as we also spent some 
time discussing the future of the 
Super Smash Bros. roster and 
presenting the characters we've 
been voting for in Nintendo's 
Smash Bros. Fighter Ballot. Then 
we asked you to share with us 
your picks for who should be 
added to the roster as DLC. We 
got tons of responses! Here are 
just a few that came in: 


moveset potential, with specials that 
could include all of the different items 
that you can use during the game. 

- SCOTT TANDO 

As Shovel Knight was my pick in our 
feature last time, I’ve got to agree 
with you there, Scott! One item I 
neglected to mention was the War 
Horn, which could be an option for 
his Final Smash - a huge sonic blast 
projected in a circle in all directions 
around our hero! 


Off the top of my head, one choice, I’m 
going to say: KARNOV. - CASEY 
SANTILI 

THIS. A shirtless, fire-breathing ex- 
circus performer with rippling 
muscles and a luxurious mustache? 
And he's so obscure by now that 
hardly anyone remembers his NES 
adventure from 1988? I don't know, 
Shovel Knight, 1 may have to change 
my vote after all. (I'm sure the Yacht 
Club gang would understand.) 


DATA EAST 


| personally can't decide between Shovel Knight, 
Inklings, Simon Belmont or Shantae. It would be 
awesome to see Shovel Knight's unique fighting 
style, but the possibilities with the Inklings are 
enormous. Having Simon Belmont in Smash Bros. 
would be pretty awesome (I could reinact Captain 
N), and Shantae could do so many original moves. I 
can hardly choose between all of them! 

- CAMERON SCHAEFER 


Banjo and Kazooie. These guys bring back great 
memories from my childhood because, well duh, 
they were the main characters in one of the best 
Nintendo games ever. Think about all the awesome 
combo moves they could put into this character! The 
animations have so much potential to be nothing but 
awesome. - MICHAEL VAN RHEE 


I'm voting for Sora from Kingdom Hearts. It's a long- 
shot, but a keyblade-wielding hero with Disney 
friends sounds pretty cool to me! - DANIEL YOON 


This is an unpopular opinion, but | want the Heir of 
Erdrick from Dragon Warrior to be in Smash! I'm 
only 13 and wasn't alive when Dragon Warrior first 
came out. Everyone knows about Zelda - even if 
they're not gamers - but no one seems to know 
about Dragon Warrior! | first found out about 
Dragon Warrior from a Nintendo Power issue, and I 
was amazed that the game looked like an NES 
classic, but I'd never heard of it before. Dragon 
Warrior is really an underrated game and | would 
love to see the nameless protagonist in HD. The 
closest | have to the hero of Alefgard is a Mii Fighter 
I made. - AIDAN KING 

A 13-year-old voting for the hero of a 26-year-old 
RPG instantly earns my respect. 

Aidan, you are wise beyond your ` 

years! 


I voted for many characters, but my standout was the Inklings. They're the 
new superstars! Popular and possibly innovative, they're a perfect choice. | 
most likely won't be backed up by others, but if | got to put paint all over 
Samus’ fancy Power Suit, consider me sold. As a Final Smash, a Roller would 
be used just like in Splatoon: A powerful weapon to roll over people with. If 
you got stuck in ink during his Final Smash, you would move slower/be stuck, 
like in the game! Wouldn't that be satisfying? 

Also, Toad is a popular pick, especially after that Melee hoax about his play- 
ability. He also already has an amiibo, like the Inklings, which might help their 
odds of being picked. We could use another speedster in the game like 


Pikachu, right? - SQUID KID 


Good point about the amiibo figures already being available! Inklings 
seem like a lock for Smash (not just as Mii costumes), but will Nintendo 
add them to the current games as DLC, or save them to be one of the big 
new draws to the next sequel in the series, years down the road? 


The character I voted to have added to the Smash 
Bros. roster was an oldie but a goodie: Earthworm 
Jim. While you mentioned a number of good candi- 
dates in Issue #15, | think Jim would be so easy to 
adapt. He's always got a portable rocket handy if he 
needs an extra boost. He's able to use his head as a 
helicopter or a whip. He's got a backpack full of 
Snott (his sticky companion), and he's got Plasma 
Shots for a Smash attack. Of course, his Final Smash 
would undoubtedly involve a cow or his puppy pal 
Peter. Earthworm Jim is due for a comeback, and 
Smash Bros. is the perfect venue! - REN ROC 


The character I'm hoping joins Smash Bros. next is 
Paper Mario, who has been long overdue in my 
opinion. The Paper Mario games got a stage in the 
3DS version, so it's about time they got a character 
too. He would be a super lightweight, and his 
hammer, partners and stickers would differentiate 
him from the regular Mario. - CODY DRAPER 


| voted for the party from Bravely Default. | figure 
the four of them could have the same moveset and 
have different skins along the lines of how Bowser 
Jr. and the Koopalings work. If I'm getting greedy, 
why not have Down + B change the "job" the charac- 
ter has, and give them a different moveset for each 
along the lines of how Zelda/Sheik and Samus/Zero 
Suit Samus used to work? - EDWARD SEGARRA 


The variety in all of your responses was astound- 
ing! We expected just a handful of characters 
would get the most recognition from you all, but 
instead nearly everyone offered up a different 
potential fighter. The Smash Bros. Fighter Ballot 
will keep accepting votes until October 3, so 
there's still time for you to make your own pick 
if you haven't already! 


DON'T ANGER 


THE OX 


Dear Mr. Ox, 

Do you agree with the first 
Splatoon Splatfest's popularity 
contest? Team Cat won the most battles, 
but Team Dog won because they had more team 
members. Why did they do that? Also, Charger 
weapons are overpowered and still can't cover 
territory! - DOMINIC MACEO (ONE MAD 
INKLING) 

Well Dom, I can't pretend I understand 
Inkopolis politics, but I think the true winner 
is clear: If more cat people had shown up, it 
would have been a landslide victory. 

So, why didn't more members show up for 
Team Cat? If you're a cat owner, then you 
probably know several reasons - not the least 
of which being that cat owners were probably 
just too busy that day taking pictures of their 
cats to upload onto the Internet! 

As for Charger weapons, I enjoy a good 
round with my Splat Charger, and it does get 
pretty good coverage if you use it right. But 
it's all about balance - | prefer a Roller, but a 
team full of those might get picked off rather 
easily. By that same token, if coverage 
is the way to win, then are 
Chargers really over- 
powered? Food for 
thought. 


GAZING INTO SPLATOON'S MEME-VERSE 


The Miiverse community for Splatoon is pure comedy gold, filled with cringeworthy 
overuse of stale memes and, occasionally, truly witty drawings or jokes. For the sake 
of posterity, we feel it's our duty to preserve some of its madness in print. 


= = You ike = 
=. 

= Го Splatoon, донї 
= e) 

= Hi YOO Sut buard 
= V Te} > 


том CLAMMY'S 


SPLATTER, Ў 
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STARRING 


SAM pr ui 
SWISHER WWE, Z 
- MARCNESS! 


E 
d Net sore V. a Kid now 


x - NUKUDE 
Paint rollers.. Paint 
tellers 


Now tell me. Are you а kid? 
Or are you a squid? 
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HEY, SOMETHING 
THE MATTER? 


ABOUT STUFF 
LATELY. 


ALSO, THESE MIIVERSE POSTS 
ARE GETTING MORE DISTURBING 
EACH DAY! 


My whole team left 
me. Just like my dad. 


Vs — — =" 


BY GABRIELTELLEZ -TO SEE MORE, VISIT QUETZALCOATL2K DEVIANTART.COM 


LIKE WHY DOES THE GAME 
KEEP US RESTRICTED TO 
THIS ONE SPOT? I MEAN 
LOOK AT ALL THE COOL 
STUFF OUT THERE! 


COMIC BREAK 


WELL THERE'S A 
REASON THAT- 


TO BE HONEST WITH YOU, 
I'M GETTING SICK OF THIS 
PLACE. I'VE ALREADY BOUGHT 
EVERYTHING AND EVEN MAXED 
OUT MY FRESHNESS! 


DON'T YOU SEE?! WE'RE 
TRAPPED LIKE MINNOWS! 
EVERY DAY IT'S THE SAME 
THING OVER AND OVER! 


— = m 
I CAN'T TAKE IT ` E TN 


= ANYMORE! I WON'T VÍ (TA 
STAY IN THIS PRISON Ņ / 
xm. ANY LONGER! aA и 


YES! I MADE 
IT THROUGH! 


LAE ES zt 
Е ーー ジン 


ーーーー ーー ズン 


SAY A WORD ABOUT 
THIS TO ANYONE, AND 
ти KILL YOU. 
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PLAYFULNESS AND PUPPETRY АТ ЕЗ 2015 


Nintendo's latest all-digital ЕЗ event brought the fun, but not the substance many wanted. 


FOR AS SERIOUS an event as E3 is, 
you can be sure that Nintendo's staff 
members are never going to take 
themselves too seriously - which is 
why it was perfectly in keeping with 
Big N tradition to see this year's 
annual Digital Event kick off with, 
quite literally, a puppet show. Puppet 
versions of Mr. Iwata, Mr. Miyamoto 
and "My Puppet Body is Ready" Reggie 
Fils-Aime appeared like they were 
going to be the ones to deliver the 
day's news and announcements to us, 
but before they had a chance to do so, 
they were struck by some kind of 
Nintendo magic - which slowly trans- 


formed the trio of executives into Fox, 
Peppy and Falco of the Star Fox team. 
Yes, it was totally insane. But 
thanks to the excellent puppets (made 
by The Jim Henson Company, who 
make the Muppets), the playfulness 
overcame the oddity and set the stage 
well for the presentation to come. 
unfortunately, for many fans, the 
announcements that followed didn't 
do enough to hit the expected mega 
level of E3 hype that everyone hopes 
for each year. Many of the games that 
were featured in the 50-minute video 
presentation had already been 
announced last year, like Star Fox Zero 
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and Super Mario Maker. Both of those 
titles got several minutes' worth of 
screen time apiece - as did Yoshi's 
Woolly World, which we've known 
about for two and a half years at this 
point - as the video gave way to 
lengthy Developer Story segments to 
give more background info on each 
game. 

Most fascinating of these was the 
Super Mario Maker interview with Mr. 
Miyamoto and Mr. Tezuka, as the two 
gave viewers some insightful looks 
back at the graph-paper planning 
documents used to create the original 
Super Mario Bros. 30 years ago. A full 


F 


five minutes spent learning about how 
Yoshi's Woolly World was inspired by 
actual yarn-knit Yoshi dolls was 
probably a bit much in a presentation 
that only had 50 minutes of runtime 
total, though. 
A critical partnership in the toys- 
to-life category was revealed as 
Reggie sat down with Activision's 
Karthik Bala to discuss the coming- 
together of the Skylanders and amiibo 
brands. This year’s Skylanders sequel, 
SuperChargers, will be accompanied 
by two special Nintendo character 
figures - Hammer Slam Bowser and 
Turbo Charge Donkey Kong - who will 


function as both Skylanders and 
amiibo through the use of a switch on 
the bottom of their base that can swap 
their NFC output back and forth. (See 
more on Page 42.) 

Several more games were unveiled, 
including The Legend of Zelda: Tri 
Force Heroes, Mario & Luigi: Paper 
Jam and Animal Crossing: amiibo 
Festival, all of which we've previewed 
for you later in this issue too - but the 
fans just didn't seem satisfied. 
Perhaps part of the problem was that 
Nintendo had already announced 
games like Chibi-Robo! Zip Lash a few 
weeks earlier in a separate "Nintendo 
Direct Micro." In fact, just two days 
before the Digital Event aired, the 
company had delivered perhaps the 
most crowd-pleasing announcement 
to longtime, hardcore Nintendo fans: 
the release of the original EarthBound 
game in America and Europe, over a 
quarter-century after it first came out 
in Japan in 1989. 

EarthBound series creator 
Shigesato Itoi made that announce- 
ment himself, revealing that the newly 
renamed EarthBound Beginnings 
would be made available for immedi- 
ate purchase as a Wii U Virtual 
Console title. It quickly soared to claim 
the top-seller spot in the Wii U eShop, 
as fans clamored for new EarthBound 
content and hopes for Mother 3 were 
once again rekindled. 


The 2015 Digital Event ended as it 
had begun, with pure playfulness 
being placed front-and-center as 
Nintendo announced the "Let's Super 
Mario" celebration, soliciting fans to 
create and submit Mario-related 
YouTube videos to display via the new 
LetsSuperMario.com website. 

Those waiting for a little something 
extra at the end, though? No luck this 
year. Nintendo's focus was firmly on 
games launching through the rest of 
2015 and in early 2016, and 
that meant no surprise 
reveals of anything for 
the NX, or any new 
look at the next Zelda. 
Oh well. At least the 
execs had fun, right? 


Personally, | wasn't as 
disappointed as some by 
this year's Digital Event - 
| feel like they did a good 
job ahead of time of 
letting us know the focus 
would be mostly on 2015 
products. (Still, it would 
have been fun to have an 
extra surprise tossed in.) 
- LUCAS 


WNWC2015 


CHAMPION CROWNED 


John Numbers becomes the frst new 


Nintendo World Champion since 1990. 


AFTER THE MAJOR success of last year's livestreamed Super Smash 
Bros. for Wii U invitational tournament, Nintendo decided to keep the 
momentum rolling with another ЕЗ tourney this year - only this time, 
Smash was only a small part of a much grander spectacle. It was the 
Nintendo World Championships 2015, a revival of a competition last 
held 25 years ago. Eight qualifying players earned the right to attend 
by placing first at eight different Best Buy locations around the 
country, and they were joined by eight more invited players to field a 
full pool of 16 contenders vying to take home a golden Mario trophy. 

The event was pure Nintendo fun, packed with four hours of 
gameplay spread across several different titles. Splatoon got things 
going in the first round, as all 16 players battled it out in Turf Wars. The 
four who fared worst were dropped down into a loser's bracket and 
tasked to speedrun to the end of the original Legend of Zelda's first 
dungeon. Blast Ball came in next, taking the honor of being the never- 
before-seen game of the event (read more about that on Page 47), 
then Super Metroid greeted the losers of that round as players tried to 
blast Mother Brain to bits and escape the exploding Planet Zebes 
before the rest. Super Smash Bros. for Wii U and the retro classic 
Balloon Fight narrowed the field down to two: John Numbers and 
Cosmo. They faced off in the finals: four different Super Mario Maker 
levels built just for this event. 

Though the two men traded victories back and forth across the 
Super Mario Bros., Super Mario Bros. 3 and Super Mario World eras, it 
was John Numbers who dominated the final New Super Mario Bros. U- 
styled level and took home the gold. Wouldn't be too bad to have your 
skill as a gamer recognized on stage by Mr. Miyamoto in front of 
millions of cheering fans, would it? 
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COLLECIOR'S CORNER 


Huc A SQUID Now! 


Gaze upon these adorable Inkling cushions with glee! 


BY ALL ACCOUNTS, Splatoon is a huge success - so let’s see 
the merchandise! First out of the gate was San-ei, announcing 
these large Inkling cushions in orange and green flavors. These 
cushions are a little over 13" x 13", so make some room before 
you order so you can rest easy on your new fuzzy cephalopod. 
These are available through most import shops online and are 
around $30 each before importing. They'll be shipping in 
Japan at about the time you're reading this, so look for 
auctions as well. Just keep in mind that while cushions aren't 
weighty, their size may set you back in shipping costs. 


SWAG HUNTING REPORT: 2015 


Brett's survived another year of collecting at the LA. Convention Center! 


THE NINTENDO BOOTH at E3 always has 
something devious planned for Nintendo memo- 
rabilia collectors, but this year had more hoops 
to jump through than a dog show. After grabbing 
my Super Mario Bros. 30th Anniversary lanyard, 
the first thing | did was to head right into the 
Super Mario Maker booth, where | found little 
cards they were handing out to everyone that 
presented a sort of scavenger hunt for players: 
Play all the demos Nintendo had to offer and you 
would complete a collection of eight pinback 
badges. 

Playing Super Mario Maker netted you the 
30th Anniversary badge, while playing both Gold 
and Indigo teams in Metroid Prime: Blast Ball got 
you two different badges, so you had to stand in 
line twice. The toughest badge to get was the 
"Mario in a Clown Car" badge, because you had to 


play Super Smash Bros. for Wii U against three 
other players and win. Each of these pins took 
around two hours to get, as each demo was fairly 
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long. (And the line for Tri Force Heroes was twice 
as long as the others, as one might expect for a 
Zelda game.) 

They also had a golden metal pinback badge 
to commemorate the 30th Anniversary of Super 
Mario Bros. that was only available by "attend- 
ing" the Super Mario Maker stage show they had 
going on near the demos. Of course, it's not real 
gold, but at E3 if you see shiny things you're 
attracted to them! If you got picked to go on 
stage and perform a task, you were able to snag 
one of these rare boxed wonders. Tasks included 
answering trivia, imitating Mario, showing off 
Mario swag or playing a course. Charles Martinet 
was even giving them out occasionally, along with 
autographed photos. 

The show also had little rubber 8-bit Mario 
heads that were tossed into the crowd randomly. 
The Yoshi's Woolly World demo had a cruel trick 
to play on collectors as well, offering a different 
stick-on embroidered patch each day of the show. 
Baby Bowser was first, Poochy was Day 2 and the 
final day was Yoshi himself. 

All of this, and it was still not the hardest 
piece of merchandise to attain! That honor goes 
to the Star Fox Arwing metal pinback badge. In 
order to get this little trinket, you had to first 
play the Star Fox Zero demo at a separate kiosk. 
You then had to show the Star Fox logo stick-on 
patch you received after playing at a kiosk to the 
line attendant guarding the massively long line to 
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play the demo in one of three Arwing pods they 
had set up to experience it in real Lylat System 
style. This line topped out at about six hours, and 
they often had the line closed off to prevent too 
many people being in it or being in after the floor 
hours. It was a tightly controlled bit of merchan- 
dise, and it was complicated by the fact that one 
of the pods was press-only. 

While all of this seems overwhelming and 
maybe a bit over-the-top, it's nice to see a year at 
E3 where the swag was at every station and 
everyone was chatting about it. The variety was 
exciting! 

Also worth a mention was the Rare section in 
the Microsoft booth, as they were giving away 
Banjo-Kazooie foam paws, Battletoads foam fists 
and drills and shirts from various titles in their 
history. There was even a classic Rare logo pin! 


| Collector's Corner is compiled by Brett Martin, the world record holder 


for the largest collection of Nintendo memorabilia on Earth. For more cool 
collectibles and information on how to order from import shops, visit his site, 
The Video Game Memorabilia Museum, at videogamemm.com 


FAMOUSFLAGPOLE ¿ 


Display your amiibo with extra style. 


2 
LOOKING FOR A cool way to display those loose amiibo figures? Power A by 
Bensussen Deutsch & Associates has your answer with this great little Mario- 


themed end-of-level stand. Each block on the staircase can support any size 
figure, from Bowser to little Toad. The display stands 15 inches tall, is 18 inches いも | N 
wide and can hold six amiibo. (The amiibo flag is a nice touch as well.) I'm guess- 1 | 


ing most of you will have more than six amiibo when it releases this October for 
$30, but the Super Mario amiibo set will be perfect for it - minus Gold and Silver 
Mario, of course. While the end of 1-1 is a classic, other themes were spotted at a キミ エエ ーッ 
ЕЗ, such as New Super Mario Bros. and The Legend of Zelda: A Link Between ~~ m 

Worlds. There were even Donkey Kong barrel 3DS game holders and Majora’s 
Mask pouches! I love this new trend of functional merchandise! 


THE OFFICIAL HELMET 
At long last, straight from Capcom. 


WHILE THEY MAY have cut off production of new Mega Man games, 
Capcom's creators have certainly not stemmed the flow of Mega Man 
merch - and now they may have come out with the coolest bit of mer- 
chandise the series has ever seen! This is the fully authentic, properly 
proportioned, LED-lighted classic Mega Man helmet. It fits all aspiring 
cosplayers via a clamshell hinge and padding on the inside. It comes 

with a nice display box and stand as well, so even if you never wear it, 

it will look great. Coming this Winter for $150. Pre-order now! 


SHOVEL KNIGHT 


GETS PHYSICAL 


= Console discs and portable 
x k cartridges headed your way. 


g = DO YOU HAVE $20 lying around? You'd 

better scrounge in your couch for it around 

October 13 - that's when Yacht Club Games 
releases their incredibly popular Shovel 


li Knight into the retail world. That's right, 
えー да physical discs and cartridges for your col- 
ーー lecting pleasure! That's not all, though, as 


an actual tangible instruction booklet 
awaits your grimy fingers. The disc will have 


MORE FIREPOWER 
Figuarts Mario goes Fiery. 


THE S.H. FIGUARTS Mario figure was a 
smash success, so why not double-down on it 
by offering a fiery version? Fire Mario comes 

with a Fire Flower and two fireballs. Also 

releasing with this set is Accessory Set D, 
which includes a Goomba, Boo, Bullet Bill and 

a Green Koopa Troopa. This set will be 
imported to North America via Tamashii 
Nations as well. Will we see Fire Luigi next? 


all of the features of the digital version, and 
will be updated to include the new modes 
still in development as they are finished and 
released - including Specter Knight's 
campaign, King Knight's campaign, the 
gender-bending Body Swap Mode and more. 
Plus, Plague Knight's campaign and 
Challenge Mode will be on-disc from Day 1! 
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Т 5 S of them has doubled - 10 are now 
H E UMMER OF PLATOON in rotation as this issue wraps, the 
latest being the very summerish 

New weapons, maps, modes and Splatfests! camp rriggeris. I'm honestly shocked at 
What’s more, the Tower Control how quickly so much 

SPLATOON IS UNSTOPPABLE! Some people criticized Splatoon mode has also been unlocked, extra content has been 
Nintendo’s new squid-filled ink for only offering five multiplayer giving Ranked Battles another rolled out here, but it 


shooter has made even more of a maps and one game mode on its option - in it, you fight for control just goes to show that 


splash than our last issue imagined launch day, but the scope quickly of a tower that slowly moves Nintendo had t 
— it quickly sold over a million grew - Ranked Battles were toward the enemy base. пасспсошаса ста 
copies worldwide after its release opened up just three days later, The first Splatfests also took game plan from the 
in late May and has shown no signs letting Inklings at Level 10 and over place, there have been tons of new start — and it's being 
of slowing down, thanks largely in duke it out in Splat Zones matches guns and rollers added to the mix, executed very well! 
part to an ongoing rollout of free (where you fight for control of and there's still more to come! If — LUCAS 

new content that's been expanding specific areas of each map). you were skeptical at first, jump in 


the game literally every week. Speaking of maps, the amount now. It's the Summer of Splatoon! 


MEGA MAN СЕТ5 EQUIPPED WITH A NEW 
CARTOON, AND A LEGACY COLLECTION 


„but loses his Archie comic book series in the process. 


FOR A CHARACTER Capcom of Japan seems to have little interest in as of late (beyond the occasional cameo or 
bonus costume DLC in Monster Hunter, that is), this summer has seen quite a bit of buzz surrounding the Blue 
Bomber. Perhaps the biggest news is that a new Mega Man cartoon is slated for 2017! On hand to develop the 
animated series is Man of Action Entertainment, the studio perhaps best known for their work on Ben 10, Ultimate 
Spider-Man, Avengers Assemble and last year's Disney/Marvel theatrical hit, Big Hero 6. 

From Capcom USA, fans of the Classic series may want to hold off a bit on any Virtual Console purchases on the 
Nintendo 3DS, as the newly announced Mega Man Legacy Collection will bring the first six games of the series to 

the Big N's handheld later this year with gobs of added content. (Though with releases for Steam, PlayStation 4 
and Xbox One also on the way, we know we're not alone in wondering where a Wii U version is.) 

Finally, on a downer, Archie's critically acclaimed Mega Man comic is going away for a Бі... or longer. 
Solicits say it's all over, but the company itself has remained adamant that it's only on hiatus. 


Yeah! 


There's an all-new Mega 
Man cartoon coming! 


Unyeah... 


But no more Mega Man 


*- comics from Archie? 
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GAME FORECAST 


A quick look at the biggest games coming in the months ahead. 


& DLC! 


Upcoming add-on content. 


SHOVEL. 
NIGHT 


-Plague of Shadows 


YACHT CLUB GAMES has been killing it with Shovel 
Knight for over a year now. They’ve been porting the 
game to other platforms, working out cool exclusive 

crossovers with properties like God of War and 

Battletoads, and prepping the physical disc edition of 

the game we just showed youtonPage 11 - but it 
seems like all those different ports and repackagings 
might have delayed some of the promised add-on 
content, as Plague Knight's campaign missed its 02 
arrival. The good news? It's promised to be on thefdise 
that drops in\October, so it's got to be almost done 
and ready to release by now. Here's hoping weill|have 

a review for you in our next issue! 


NINTENDO TOOK A break from first-party retail releases in the 
months of June and July, as usual, and, as usual, the games will 
begin to flow again in August. This year, the August spot (August 
21, to be exact) goes to LBX: Little Battlers eXperience, a game 
developed by Level-5 and all about tiny, customizable, remote- 

ч controlled robot fighters who do battle inside arenas built out of 
いい いで BATTLERS EXPERIENCE futuristic cardboard. Want to know more? Flip to Page 44. 


THE GALAXY FAR, far away will be coming just a e 
little bit closer on August 30 this year, as that's when Фенер 


the new Star Wars-focused Disney Infinity 3.0 will 


blast its way onto store shelves. At total of 22 differ- 

ent figures will arrive alongside the game (221), I N F IN I T Y 
including the cast of Star Wars Rebels, the emotions i 

from Pixar's Inside Out and Olaf from Frozen. 3.0 EDITION 


S U P Е H OUR COVER GAME for this issue, Super Mario Maker will be 
rolling out worldwide on September 11 this year - almost exactly, 


30 years after the original Super Mario Bros. first went on sale I 
in Japan on September 13, 1985»Who,could, have thought Wu 


mustached man in overalls running aroundIstomping on,walking, 


M A K E R mushrooms would end up becoming such an incrediblejpop 
™ culture icon? Check out our new preview on Page 38. 


THE GAME THAT blazed a trail for crowdfunded 
spiritual successors, Mighty No. 9 has made its tens 
of thousands of Kickstarter backers wait nearly two 
years to get their hands on the final product - and 
now it's nearly here. Keiji Inafune's new take on Mega 
Man will go on sale on September 15, with a physical 
version for Wii U in addition to its eShop edition. 


HOPE YOU'RE NOT into both Disney Infinityr/and Skylanders, 
because after the House of Mouse has hisjturn'at;your wallet in 
late August, Activision and Vicarious Visions willlbe coming to 
7 take their bite just three weeks later, on Septemberg203And,that's 
, not even taking amiibo fans into account! TheY'lllbelclamoringifor 
EJ the SuperChargers Starter Packs too, since there arelspecial|D!Ké THIS SUMMER HAS been so packed 
= and Bowser figures packed inside. See Page 42! with free Splatoon content additions 
already - so what's going to be left to add 
in the promised big August update? Even 
more maps and weapons, we suppose, 
ОН... OH DEAR. Three different toys-to-life games and likely the full reveal and release of 
launching within one month of each other? Who's still Rainmaker mode, which is expected to be 
going to have any money left at all by the time LEGO r Splatoon's equivalent of the "Assault" or 
Dimensions stakes its claim on September 27? Hope- LEGO | "Bomb the Enemy Base" gametypes 
fully Batman, Lord of the Rings, Back to the Future, you've seen in other shooters. 
Doctor Who and The Simpsons fans, because all of 
those properties are getting figures for this one! 


©! 


ЖЕШ, 


The toys-to-life apocalypse is upon us! And we didn't even mention 
the new amiibo figures also coming out in the months ahead, like 


Dr. Mario, Duck Hunt Dog, Bowser Jr., Ganondorf, the three Mii 
Fighters . .. you may need to get a second job. - LUCAS 
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DOWNLOAD 


The chase is on! Nine players battle it out to see whos the fastest and the best 
in Runbow, coming soon to the Wii U eShop. We've got exclusive, never- 
before-revealed details straight from the developers at 13AM Games! 


SOMEWHERE IN A hidden office in 
Toronto, somewhere dark and dim and 
depressing, somewhere sunshine 
hasn't reached in years, there's a TV. 
Around this TV, huddled together with 
eyes fixed unwavering to the screen, 
sit nine different game developers. All 
of them, all at once, are basking in the 
brilliant, multicolored light spewing 
forth from that display, each of them 
fighting the others, each of them 
striving to reach a trophy first. A clock 
nearby inexplicably reads 13 a.m. 


OK, so I'm hoping the environment 
at 13AM Games isn't quite so horrible 
as that. But you have to wonder just 
how it is that this team of artists could 
create something so colorful, some- 
thing so bursting with brilliance as 
Runbow. This rainbow-bright multi- 
player competition game is fast 
approaching its debut in the Wii U 
eShop, and in anticipation of that, I've 
offered this space to the team so they 
can explain their game. (And unveil 
some all-new details!) - LUCAS 
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ALL ABOUT RUNBOW 

Runbow is a racing platformer for up 
to nine players. Platforms and 
obstacles appear and disappear with 
each swipe of the changing back- 
ground colors. For example, a blue 
platform turns invisible when the 
background turns blue... and if you 
can't see something, it doesn't exist. 


THE WORLD OF RUNBOW 

Hues and Vals of every color live in 
Poster District. They come together to 
play games, race and compete to star 
in lavish movie posters. Every Hue or 
Val worth their tone has either starred 
in, or helped produce, an awesome 
poster. It's their job, their passion and 
their way of life. 

Everyone except for Satura. 

Satura was born without any color. 
She grew up teased and pushed aside 
by everyone else in the District. She 
couldn't race with the other Hues and 
Vals, and never starred in any posters 
of any kind. While watching some 
citizens of Poster District dance 
without a care in the world, she 
stumbled upon an ancient trophy in a 


cave - and she knew that it would 
have the power to help her get her 
revenge. 

Harnessing the power of the 
trophy, Satura brought to life all the 
environments, props, sets and crea- 
tures that the citizens thought up for 
their movies. She created a real 
kingdom - one filled with angry 
minions to do her bidding and traps at 
every turn. For her final act, she used 
her powers to capture as many Hues 
and Vals as she could, so they could 
know the loneliness she feels. 


HOW ADVENTURE MODE 
WORKS 

Now it's up to the remaining Hues and 
Vals to make their way through 144 
treacherous challenges in order to 
restore balance to the Poster District 
and defeat Satura. 

Satura has taken root in four boss 
challenges across the map, one in 
each of the posters: The Forgotten 
Forest, Lost Luau of Doom, Big House 
Breakout and The Freaky Phantoms of 
Monster Manor. If you can defeat 
Satura in each of these challenges, 


you'll unlock one final fight against 
her to make Poster District safe for 
Hues and Vals once and for all! 

You can take on these boss chal- 
enges in any order you wish, as 
beating a Challenge Square unlocks 
he adjacent squares around it. Each 
square comes in one of four difficul- 
ies: Easy, Medium, Hard and Boss 
(each indicated by their color on the 
map). 

Each Challenge Square also has 
ime requirements - depending on 
how quickly you complete the chal- 
enge, you could collect one, two or 
three medals. Medals are used to 
unlock bonus content in the Gallery, 
which houses costumes, music, art 
and more! There are more than 430 
medals to collect and more than 50 
pieces of unlockable art for the 
Gallery that range from character art 
and posters to concept art and design 
documents. 

The game will also have more than 
50 "Records" - these are special chal- 
lenges that push you try different 
characters, techniques and modes. 
These range from "Win X matches in 
multiplayer" to "collect every medal in 
Adventure Mode," and offer a lot of 
replayability. 

If you look closely, you might find 
ways to unlock guest characters as 
well! Specific Records will unlock 


certain characters, or if you just want 
to play for the fun of it, you'll unlock 
everything after a certain amount of 
time. 

Once you've learned the ropes with 
Adventure Mode, you can take your 
game to the Bowhemoth - more than 
30 minutes of platforming challenges 
that will put the patience and skill of 
even the toughest players to the test. 

Oh, and both of the single-player 
modes can be played cooperatively 
with up to nine players! And in a fun 
twist, whoever beats the level in 
Adventure Mode gets to control the 
character on the map and pick the 
next level. Sure, it's cooperative - but 
only as cooperative as you want to be. 


LET'S RUN TOGETHER 

Besides our single-player game, there 
are four multiplayer modes: Run (our 
Classic mode), Arena, King of the Hill 
and ColourMaster (or ColorMaster, for 
Americans). 

Run is a race to the finish through 
quick, treacherous levels with up to 
nine players competing at once. You 
can choose a custom number of levels, 
the difficulties of levels, the power-up 
packages, the music and the color 
palette. Once you start playing, 
whoever wins the most rounds is 
declared the winner. 

Arena is similar to Run, but it's 


based entirely around combat and 
survival in a single-screen setting — 
and King of the Hill tasks players with 
maintaining control of the capture 
point longest to win the match. 

All three of these modes can be 
played online. Players can play online 
matches publicly with random oppo- 
nents, or in a private room which can 
be accessed only by anyone with the 
room code. Once you have players in a 
private room, you can then choose to 
make it a public match, so you and 
your friends can take on the world. 

Our last multiplayer mode is also 
one of our most exciting: ColorMaster. 
This is our asymmetrical game mode, 
where one player (the ColorMaster) 
uses the Wii U GamePad to throw 


bombs, lightning bolts, switch colors, 
splash paint blots and even reverse 
players' controls with his touchscreen 
toolkit. The players on the TV (the Run 
Team) have to survive until the end of 
the level to take the Master down. 


ITS COMING SOON! 

And that's it for Runbow, for now! 
Keep your eyes locked to the Wii U 
eShop, as the game will be going on 
sale there soon. And if you happened 
to download and play its Nindies@ 
Home demo version during E3 this 
year, you'll score 1596 off the regular 
purchase price! (It's always good to be 
able to save some of the gold you 
found in that pot at the end of the 
rainbow.) 


NINTENDO'S ACTIVE LEVEL EDITOR COMMUNITIES 


There aren't many of them! But what is there is rich, if you dive in for some do-it-yourself DLC! 


dam 
n PAC-MAN : 
SUPER SMASH BROs. ЕОВ Wii U 


WITH THE ONSLAUGHT of new official stages, characters and Mii Fighter 
costumes being added to the latest Smash games as paid DLC, it's easy to forget 
about the fact that you can make your own arenas to do battle in! The Wii U 
Smash has a robust level editor, one that's far improved over the stage maker that 
was included in Brawl - whereas that game restricted you to blocky structures, 
now you can free-draw shapes of any kind with the stylus and GamePad. 

One of the most interesting uses of the Smash Wii U level editor has been the 
creation of "Smashketball." You build a basketball court-ish arena with Blast 
Barrels pointing straight down, then try to slam-dunk your opponents into them! 


BooJoh 


PusHMO, CRASHMO & STRETCHMO 


WE THOUGHT ABOUT filling a bunch of pages in this issue with QR Codes like 
you see above, to make an in-print Pushmo expansion pack for you all - but those 
of you who don't play Pushmo probably wouldn't have appreciated us turning 
over that much space to just a bunch of black-and-white square patterns. Luckily, 
the creation community surrounding this series is great, and they're just a Google 
search away. You can download enough extra puzzles to last you for weeks! If you 
don't want to have to hunt and scan QRs, though, consider buying Pushmo World 
on Wii U. It has built-in online level sharing! 


Mario vs. DONKEY KONG: MINIS ON THE MOVE 


ONCE UPON A time, Nintendo showed off a work-in-progress GameCube game 
called Donkey Kong Plus. It was a level editor-equipped upgrade of the excellent 
Donkey Kong "94 from the Game Boy - but it never materialized. (Not on the 
GameCube, anyway.) The DNA of that project lived on, though, as the Mario vs. 
Donkey Kong series took root a few years later. This puzzle-focused Mario spin-off 
series has since gone on to be the brand that has most embraced level editing and 
sharing over the last few years. 

Mario vs. Donkey Kong: Minis on the Move is one to look back on if you missed 
it back in 2013, as its 3D path-twisting puzzles broke out of the series’ normal 2D 
Lemmings-like gameplay, and making levels in it is incredibly simple — just placing 
one block at a time. Or, if you like, you can just download others’ hard work! 
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Mario vs. DONKEY KONG: TIPPING STARS 


FINALLY, THE NEWEST active level-creating community Nintendo’s founded has 
been through the latest Mario vs. Donkey Kong game, Tipping Stars. Its name is 
even a reference to the user community experience! You connect online to 
download other creators' puzzle levels, then, when you've finished playing, you 
can "tip" those creators some stars to let them know you enjoyed their handi- 
work. Getting more stars means more level-creation options open up for those 
creators too, so you're just encouraging them to go bigger and better with their 
next creations when you show your gratitude. 

Sadly, the Mario vs. Donkey Kong games, the Pushmo series and the latest 
Smash are pretty much it when it comes to currently active level editor communi- 
ties in the Nintendo fandom. There were many more on DS and Wii, but Nintendo 
turned off the Wi-Fi Connection service last year! 


Nintendo 


Nintendo’s “Humble Nindie Bundle" marks the 
beginning of a new era for indie eShop gaming. 


NINTENDO MADE HISTORY in a surprising manner in late 
May - the House That Mario Built teamed up with Humble Bundle 
to become the first console maker to offer a pay-what-you-want 
collection of games on the website. 

For just $1 during two springtime weeks, you could pick up 
Guacamelee! Super Turbo Championship Edition on Wii U, Woah 
Dave! on 3DS and Mighty Switch Force! on 3DS. If you put down 
more money than the average price (which hovered around the $9 
mark), you also got The Fall on Wii U, OlliOlli on 305 and Wii U, 
Moon Chronicles on 3DS, Sportsball on Wii U, Gunman Clive on 
3DS and BIT.TRIP Presents... Runner 2: Future Legend of Rhythm 
Alien for Wii U. That's a lot of fantastic games for a small sum of 
cash. 

Another cool aspect of the Humble Nindie Bundle presented by 
the Nintendo eShop is that proceeds were split between the inde- 
pendent developers and the Code.org charity. Not only were 
buyers getting great games for cheap, they were also supporting 
the teams behind the titles and a nonprofit that brings computer 
science to underfunded schools. That's what we call a win-win- 
win (or the opposite of what happens when you and your friends 
play Mario Party). 

Basically, Nintendo hit it out of the park with the Humble 
Bundle, which seemingly came out of nowhere and made quite a 
splash. Over 80,000 bundles were picked up over two weeks, 
which translated into sales of roughly $750,000. Those aren't 
numbers to scoff at, and we're confident in saying the Big N is 
happy with the results. 

We're pleased, too. Nintendo not only beat Sony and Microsoft 
to the punch with a Humble Bundle, but the company chose to 
support smaller independent developers with this first collection. 
Seeing the Big N put so much muscle behind stellar games like 
The Fall and Mighty Switch Force! is a sight to behold. Far too 
often, the company seems caught up in promoting its own first- 
party lineup alone. 

That's not to say we don't want a future Humble Bundle that 
includes the likes of Mario, The Legend of Zelda and Metroid. In 
fact, going forward, that's exactly what we hope Nintendo does! 
Think about the Super Mario Bros. 30th anniversary. Yes, 
Nintendo is releasing Super Mario Maker to celebrate the mile- 
stone, but why not go all out with a Mario-specific Humble Bundle 
too? Throw together a mix of Virtual Console games - like the 
original NES titles and Super Mario World, along with New Super 
Mario Bros. U. We're pulling money out of our wallets just specu- 
lating about the collection! 

All in all, Nintendo took a promising first step with the Humble 
Nindie Bundle, and hopefully this is the start of something beauti- 
ful between the two companies. The collection possibilities for the 
future seem endless, and Nintendo deserves recognition and 
praise for this initiative. We're happy to give it! - EVAN 


WHERE WORDS COME ALIVE 


Letters power the world in the bleakly educational Typoman. 


AS THEY'RE STILL quite young, my two 
sons' television watching stays focused on 
educational shows - their favorite being the 
whimsical, colorful WordWorld. It's a cartoon 
in which all the characters and nearly every 
element of the environment around them are 
built from letters, and when they build new 
words, the letters come together to form the 
shape of the thing they want - so, if they put 
together B, I, К and E, they get a bike to ride. 

Typoman strikes me as a bleak, dark, 
gritty take on the same idea. Like WordWorld, 
taking separated letters and putting them 
together in the right order to build a word 
will magically have an effect on the environ- 
ment surrounding our hero. (Who, appropri- 
ately enough, has a body built out of the 
letters H, E, R and O.) 

Take the examples seen in the screenshots 
above and below. Above, Typoman comes 
across a platform that he needs to ride up to 
reach the ledge in front of him - but it's 
unpowered when he approaches it. Using the 
nearby letters O and N, though, he can build 
the word "on," which, of course, turns it on. 


Later, the situation seen in the below 
screenshot is encountered, as our hero 
approaches a raincloud constantly filling a pit 
below with water. (And Typoman can't swim.) 
Nearby, though, is a hanging letter D. If you 
direct Typoman to jump up to its rope, then 
swing it back and forth until the D connects 
with the R-A-I-N already in place, the word 
"rain" will become "drain," and all the water 
below will be drained away, clearing the path 
forward. 

Such is the gameplay of Typoman, in 
simple terms - one at a time you'll move the 
intrepid wordsmith forward and have to come 
up with a word that can be built from the 
available nearby letters, and that can also 
solve whatever the immediate problem is. It's 
satisfying to come up with each correct 
solution, and | can't wait to see how much 
added complexity comes into play later in the 
adventure. 

Typoman's scheduled to arrive in the Wii U 
eShop sometime later this year. And if it turns 
out to not be too dark and gritty, | might let 
my boys watch me build words in it. - LUCAS 
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RARE-VIVAL REPORT 


New Banjo-Kazooie successor Yooka-Laylee closes its 


Kickstarter campaign with over $3,200,000 raised! 


YOOKA-LAYLEE'S INITIAL Kickstarter goal of £175,000 was 
surpassed in mere hours after the game's campaign was launched 
on May 1, and now that everything's said and done, the final total 
raised ended up being over 10 times that first asking amount. The 
project collected over £2,000,000 (the equivalent of about 
$3,200,000), shattering all expectations and ensuring PC and 
console releases, bosses in every level, a quiz show, transforma- 
tions, mine cart levels, local co-op, a multiplayer versus mode, 
several different language translations, great music and free DLC! 

More than 70,000 different backers decided to throw their 
cash at the project to bring it to life, and the final product will now 
be even more connected with the titles starring that famous bear- 
and-bird duo from the Nintendo 64 era - one of the most interest- 
ing stretch goals achieved before the campaign concluded 
promised a Nintendo 64 shader mode that will make the new 
game look like it's running on the old hardware. 

If you missed our preview in our last issue, Yooka-Laylee, in a 
nutshell, is a familiar trip down collect-a-thon lane starring Yooka, 
a male chameleon, and Laylee, a female bat. The whole idea 
conjures the term "spiritual successor," as many Kickstarter cam- 
paigns have, but Playtonic has already proposed that they mean 
to drive the formula perfected on the Nintendo 64 into a more 
modern age, bringing fresh ideas into all of the nostalgia to make 
it less a remake and more an enhanced take on the genre. They 
could make their job easier, but with a team made up almost 
entirely of former Rare developers, they aren't the types to simply 
sit on their laurels. 

If you backed, you know what you're in for. But if you're still on 
the fence, you've got plenty of time left to hop on the mine cart - 
Yooka-Laylee isn't expected to be finished until October 2016. 
(And Kickstarted games like these almost always take longer to be 
finished than their original release estimates suggest, so we'd 
probably peg it as a 2017 prospect.) - BRETT 


No HEDGEHOGS NEEDED 


The Sonic-inspired Freedom Planet is speeding to Wii U. 


WHAT BEGAN A few years ago as a Sonic 
the Hedgehog fan game has since evolved 


and developed into its own independent intel- 


lectual property. Titled "Freedom Planet," the 
game was funded through a successful 
Kickstarter campaign before being released 
on Steam in 2014 to positive critical recep- 
tion. Now, it’s on its way to Wii U just a few 
weeks after this issue is unleashed! 

Though you can see some of the Sonic- 
laced influences sprinkled throughout - such 
as in the graphic style or the loops the pro- 
tagonists will occasionally run through - 
Freedom Planet occupies an odd place in that 
it feels like it would fit right in with Sega’s 
lineup from the early "905 while still being 
just distinct enough to not feel derivative of 
any one game in particular. Its graphics carry 
a retro vibe, though not quite so far back as 
the Genesis - rather, it feels more akin to 
what you might have expected out of further 
development on the Sega CD or 32X, had 
those platforms not faltered. 

Unlike the Genesis-era Sonic games that 
inspired it, Freedom Planet features a fair bit 


of story told through cutscenes as the heroes 
(and a few more friends) take on the villain- 
ous Lord Brevon and his minions. Fortunately, 
if you'd rather just have the action straight- 
up, you can choose Classic mode instead of 
Adventure and take a full-on old-school tour 
with no cutscene interruptions. 

You'll take the controls of the dragon Sash 
Lilac, Carol Tea the wildcat or the more 
straightforwardly named Milla Basset, who's a 
basset hound (and only available in Classic 
mode). Each has her own set of attacks, 
special attacks and abilities that draw from a 
special gauge at the top of the screen, 
ranging from air dashes to rapid kicks, gelati- 
nous cube-throwing, flight and even riding a 
motorcycle through the game's 14 levels. 

Freedom Planet will arrive in the Nintendo 
eShop for Wii U on August 3, but you may 
have been able to play a piece of it already if 
you snagged its Nindies@Home demo while 
E3 was going on! If you did, enjoy the 15% 
discount off the purchase price you'll be 
getting! (And if you didn't, the game will 
surely still be worth full price.) - DAVID 


RETURN OF THE IGAVANIA 


The legendary Koji Igarashi is back in action, bringing the new “totally 
not a Castlevania game" Bloodstained: Ritual of the Night to Wii U. 


LIKE DRACULA RETURNING to life 
once every century in the Castlevania 
mythos, Japanese game developers 
are undergoing an awakening. While 
the Eastern side of the industry is 
making a clear shift to mobile game 
development (spurred in part by the 
massive success of free-to-play games 
like GungHo's Puzzle & Dragons), 
veterans of console development - 
like former Castlevania producer Koji 
Igarashi - want to keep designing the 
kinds of full-bodied games they cut 
their teeth on. 

And like Keiji Inafune before him, it 
seems Igarashi will be able to continue 
doing what he loves thanks to a glut of 
contributions via Kickstarter toward a 
new project: A new "IGAvania"-style 
platformer called Bloodstained: Ritual 
of the Night. 

("IGAvania" is Igarashi's new term 
for his personal style of Metroidvania 
games - adventures that involve a lot 
of exploration and retraversal.) 

"Publishers of the world told me 
that gamers no longer care for this 
[Castlevania] style of game," Igarashi 
says in his Kickstarter pitch video 
before quaffing his wine and hurling 
the empty glass to the ground in his 
best imitation of the prologue for 
Castlevania: Symphony of the Night. 
"But | know they are wrong!" 

Indeed, those publishers are wrong 


by several million degrees. The Kick- 
starter campaign for Bloodstained: 
Ritual of the Night launched on May 
11, 2015, seeking $500,000 to prove to 
investors that there's still an interest 
in games done up in the style of 1997's 
Castlevania: Symphony of the Night, 
2006's Castlevania: Portrait of Ruin 
and 2008's Castlevania: Order of 
Ecclesia (Igarashi's last IGAvania-style 
game for Konami, before he was 
shifted to mobile games develop- 
ment). By the time the campaign con- 
cluded on June 12, it raised over 
$5,500,000 ($1,000,000 of which was 
raised on its first day alone), tore 
through all its stretch goals - includ- 
ing a Wii U release - and set all-new 
Kickstarter records for game funding. 

An additional $200,000 was tallied 
up via PayPal donations, too. So it's 
probably safe to say there's still a 
demand for good ol' fashioned home- 
baked Igarashi adventure. 

Now that the excitement of the 
campaign is over, Igarashi has buckled 
down and begun work on the game in 
earnest. We're still nearly two years 
away from a release on any system, so 
we're happy to snap up whatever 
scraps Igarashi can feed us at this 
time. 

So far, we know the game stars 
Miriam, a cursed woman whose skin is 
slowly turning into crystal. The game's 


gothic setting means the medical field 
of dermatology is still in its infancy, so 
Miriam has to see about clearing up 
her curse the hard way: by exploring a 
demon-infested castle in order to find 
a similarly cursed man and former 
friend named Gebel. Gebel might be 
able to help her, but the question is, 
will he be willing? Being slowly 
consumed by shards of rock has a way 
of wearing down a person's humanity. 

Even the earliest footage and 
concept art for Bloodstained: Ritual of 
the Night reveal familiar sights for 
Castlevania fans: long hallways packed 
with monstrosities, bloody-looking 
lighting and a heroine who's capable 
of using an array of weapons and 
supernatural powers to surmount the 
challenges in her way. 

There's nothing wrong with this 
familiarity, mind. After all, Igarashi 


built his legacy on his own interpreta- 
tions of the Dracula legend, which is in 
the public domain. He didn't dream up 
Dracula's musty, enchanted castle, nor 
did he invent Alucard, the son of 
Dracula. But he's certainly infused life 
into those things and given them new 
meaning and depth. He also breathed 
new purpose into the werewolves, 
minotaurs and other terrors that 
haunt Dracula's domain - including 
Death itself. So writing a whole new 
gothic myth should be child's play for 
Koji Igarashi. 

We look forward to following new 
information about Bloodstained: 
Ritual of the Night — we'll track it as 
closely as a black panther nipping at 
Simon Belmont's heels! In the 
meantime, we can sit back and take 
some comfort in knowing the games 
we grew up loving will never fade 
away as long as those games' fathers, 
mothers and fans are keen to take to 
crowdfunding when the time is right. 

But enough talk! Have at you! 

Or rather, have this chair. Sit down. 
It'll be a bit of a wait for Bloodstained. 
(It's not going to be ready until 2017, 
at the earliest.) - NADIA 
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Four Ways to Play 


FIRST, THERE WAS Pushmo, with 
puzzles that tasked you to push and 
pull blocks to build staircases up to 
the top of each level. Next came 
Crashmo, which added gravity to the 
mix - now when the heroic Mallo 
pulled out a block below, the blocks 
above would come falling down. 
Third was Pushmo World, which took 
the series to Wii U, but returned to 
the first game's style of play (with 
only a few tweaks in a few levels). Its 
claim to fame was that it made 
sharing custom levels much easier 
than before. That's a critical point to 
consider here in this issue focused 
on custom level creation, and an 
especially important point to bring 
up in this review for Stretchmo, the 
new fourth game in the series - 
because it takes a step back in that 
regard. You can still make your own 
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levels - you just have to 
share them the old-fashioned way, 
with QR Codes. 

Luckily, that's one of my only 
complaints with this sensational 
sequel. My love for this series is well 
known, and I've come to love this 
installment the most out of them all. 

The new twist introduced this 
time is that blocks can now stretch 
out in all directions — forward, as 
before, but also to the left, right and 
backward as well. A single block can 
be stretched into 25 blocks! The com- 
plexity ramps up as a result, and 
Stretchmo embraces the added 
depth by going fully 3D with several 
of its included puzzles. See that heli- 
copter down below? It's a blocky 3D 
sculpture - and the series has never 
had those before. Previously, all 
puzzles always started out as just 2D 
stacks of blocks all on the same 
plane together. 

What's more, Stretchmo qua- 
druples the playable character count 
by having Mallo, Poppy, Corin and 
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Papa Blox all headline different spins 
on the gameplay (each of which you 
can purchase separately if you like, 
though the full game purchase is the 
best value and what | recommend). 

Mallo’s got the most puzzles; 100 
levels that form the baseline of the 
package. He deals with the new 
stretching capability of the blocks in 
levels that increase in difficulty over 
time, as you'd expect. 

Papa Blox's puzzles are brutally 
hard from the start, though. He's in 
command of the NES Expo, a set of 
50 puzzles that each adapt an old 
8-bit Nintendo sprite - like the 
Wrecking Crew Mario seen above. 
Those old game graphics turn out to 
be incredibly tricky as Stretchmo 
puzzles. Prepare for bewilderment. 

Slightly less challenging are the 
puzzles in Corin's Fortress of Fun, 
which is my favorite puzzle set here 
- because it introduces enemies! No 
longer are the static, unmoving 


blocks your only foe! You've got to 
ride rolling robots, dodge bullets and 
still deal with transforming the land- 
scape around you. It's a blast. 
Finally, there are Poppy's puzzles, 
which are all just supposed to be 
beautiful sculptures. That's a thin 
justification for her levels being a 
separate purchase, though, espe- 
cially since mural-like puzzles are 
present in all the other modes too. 
What's lacking, again, is the 
ability to upload your custom levels 
and download those made by others, 
which I wouldn't have been so sad 
about except that last year's Pushmo 
World offered exactly that. Hunting 
for QR Codes online and scanning 
them one at a time to load up new 
puzzles works, but it would have 
been much nicer to simply be able to 
access them from an in-game menu. 
Still, Stretchmo rocks! Fans of the 
earlier games, grab it fast. - LUCAS 


He's a Miracle Worker! 


WHILE I LIKE Dr. Mario as a puzzler, 
its last couple of versions didn't 
really grab my attention - 2009's Dr. 
Mario Express on DSiWare and 2013's 
Dr. Luigi on Wii U, to me, didn't offer 
many new elements to enjoy, and I 
found myself quickly moving on from 
both. My experience was radically 
different with Miracle Cure, though, 
which got a surprise release in the 
Nintendo 3DS eShop in Japan in late 
May, then quickly leapt into Europe 
and North America less than two 
weeks later. It's a compilation of the 
best elements of the series' past and 
it's a blast to play - this is the one 
version everyone should try. 

At its core, the title naturally 
remains a Dr. Mario game. You'll 
have to make matches of four or 
more of the same color using the 
two-colored capsules the Doc tosses 
into the playing field (an oversized 
bottle). Making matches that include 
like-colored viruses eliminates them 
from play. With ways to make 
matches vertically and horizontally, 
you can constantly create new strat- 
egies and set up chains and combos 
of falling pills as you go. What makes 
Dr. Mario so wonderful as a puzzler 
is that it focuses on the destroying 
these bugs and building a score that 
way - there's no pressure with time 
or using only a limited amount of 
capsules, so you can kick back and 
just enjoy yourself (in most modes). 

When you're playing with the 
standard rules, you have the option 
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to enable an all-new feature: the 
Miracle Cure meter. Filling this gauge 
by completing matches makes 
special super medicines appear in 
the place of the standard capsules - 
these special items can erase entire 
rows or columns, totally blast all 
viruses or stray capsules of one 
color, or bomb a localized area. You 
may be fooled into thinking that this 
makes the game easier, but the 
game gives you harder levels from 
the get-go - which makes the Miracle 
Cures more of a safety net, pulling 
you out of tight spots and tricky situ- 
ations as you go along. 

If you just want good ol' normal 
Dr. Mario, though, you can disable 
the Miracle Cures and use the series' 
standard level selection screen to set 
up a challenge as difficult as you 
personally desire. 

The same options can be found in 
the Dr. Luigi mode of the game. If 
you never played the Wii U game, 
you're in for quite a twist: Two 
capsules are stuck together to form 
the letter L, and this makes it more 
difficult to survive. (Luigi also takes 
Mario's place tossing the capsules 
when you pick that mode.) 

Finally, there's Virus Buster mode. 
In it, you hold the 3DS like a book 
and drag oversized capsules across 
the touchscreen using the stylus. It 
makes for a more free-form version 
of the classic game, which is great to 
relax your brain with. 

While the modes can be played 
solo or against the computer, the 
game really shines in its multiplayer 
options. With options for Download 


Play, local and online multiplayer, 
this is most complete feature set of 
any Dr. Mario yet. You can duke it out 
against one another, or, if you prefer 
playing together, Virus Buster mode 
includes a special co-op version in 
which working as a team is critical. 
Another new addition to this 
entry is the Miracle Cure Laboratory, 
which features 50 tailor-made 
puzzles to tackle. They will help you 
understand what the game is all 
about - though | wish there were 
more of them included. 
Presentation in Dr. Mario games 


has never been too special, and the 
same holds true here: no special 3D 
effects or new music to be heard. 
But even though it misses a few 
chances to do more, Dr. Mario: 
Miracle Cure is still the best version 
of this classic puzzler so far. With old 
favorites and fresh additional 
gimmicks, the game offers plenty to 
love for puzzle lovers. | do think it'll 
need a visual overhaul next time to 
keep the series feeling fresh, but as 
it stands, Miracle Cure is another win 
for the Nintendo eShop on the 3DS. 
- DAAN 
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Part Soccer, Part Joust. With Birds. 


JOUST REALLY DID quite a bit in terms of pushing 
birds to the forefront in video games. It sounds absurd, 
but ever since those flying ostriches debuted all the 
way back in 1982, they've become a staple of gaming 
history - anyone who was alive during that time 
remembers those iconic fowl. Sportsball is attempting 
to bring that magic back for a new generation, but it 
takes a few missteps along the way. 

The object of Sportsball is simple - get as many 
balls as you can into a goal, located plainly on-screen. 
You'll do this by way of attacking other players (similar 
to Joust) and bumping balls with your body to propel 
them in. The controls are even simpler than the core 
objective, with buttons for flapping and diving. Think 
soccer on steroids, but with flying birds in the mix! 
Gameplay is fast and frenetic, and it will test your 
limits when it comes to twitch action. 

Once you actually take a gander at some of the 
nuances within, though, you'll quickly realize that it's 
not a mere button masher. For starters, every bird 
controls differently, forcing you to acquaint yourself 
with a number of different physics-based mechanics at 
the drop of a hat. Additionally, Sportsball has a handful 
of advanced maneuvers built in, from diving to 
pinpoint directional shifts. It took me a few hours to 
really perfect some of the additional mechanics, and 
although there's a lot of random chaos involved when 
scoring goals, skill does play a factor. It's kind of like 
Smash Bros. in that regard, which is a good thing. 

The entire presentation is fantastic, drawing on a 
very '80s-like synth vibe, particularly in regard to the 
amazing title song that will be stuck in your head for 
weeks on end. It might not look incredible on paper, 
but in-game the animations are as smooth as butter, 
and nearly every bird feels like an original work that's 
unique to Sportsball. The developers really took their 
time and crafted a believable world where people 
actually compete in this relatively insane sporting 
concept. 

There's a big debate going on within the gaming 
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SPORTSBALL 


community in regard to indie games lacking online 
play, and Sportsball only adds fuel to that fire. As a 
general rule I’m OK with its absence, as long as the 
experience has enough there to warrant extended 
sessions of offline play to make up for it. 

unfortunately, the game's biggest strike against it is 
that it completely lacks А.І. opponents. In other words, 
if you don't have friends over on a constant basis, it's 
not actually playable. Sure, there's a mode where you 
can attempt to score as many points as you can by 
yourself - but that's just about all you're getting, and it 
gets old very quickly. 

This is exacerbated by the fact that the game really 
isn't all that fun with even two players – it needs three 
or more to thrive, which further alienates a large 
number of people from enjoying it. At the very least, I 
would have enjoyed some form of campaign or ghost 
feature to pass the time when I don't have any friends 
over who happen to enjoy Sportsball. 

When the stars do align and Sportsball is the main 
event in a gathering of friends, it shines. 
It's a well-crafted game that hearkens 
back to the retro era of gaming while 
making its own mark on the Wii U 
eShop in the process. Just keep in 
mind that your mileage will vary 
depending on how many local friends 
you can get to step up to the plate. 

- CHRIS 
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Beat- Em-Up Basics 
RIVAL TURF! 


ANY TIME THERE'S an 

opportunity to talk about 

Rival Turf!, I, as a retro- 

game-loving Nintendo journalist, must 
take it. That's because talking about Rival 
Turf! means I get to remind people of the 
existence of its gloriously cheesy boxart, 
starring the greatest teen male models of 
the early '90s doing their very best to 
look like tough street punks. 

The game itself is a basic, bland 
brawler. One of many clones of Capcom's 
Final Fight to be released in the 16-bit era, 
it had a brief advantage over the series 
that inspired it since Capcom's SNES port 
of the first Final Fight didn't include two- 
player co-op support. Rival Turf! did... 
but that's about the only feather in its 
cap. 

The gameplay is just so vanilla, so 
lifeless. The attacks - both yours and your 
foes' - feel like they have no weight 
behind them. There aren't any interesting 
extra mechanics at play. You simply walk 
to the right and punch guys, repeatedly. 

If anything, Rival Turfl’s re-release on 
Wii U reminds me that future versions of 
the Virtual Console should do more to 
preserve the printed materials that came 
with these games. Let's have digital box 
art, Nintendo! - LUCAS 


ORIGINAL RELEASE: SNES, 1992 
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Evolution of a 


ADVENTURES OF PIP 


KICKSTARTER'S HAD ITS fair 
share of hits and misses over the last 
few years. One of the fundraising 
platform's biggest success stories on 
Wii U was Shovel Knight, a love letter 
to platformers of old from a team of 
former WayForward developers - it 
was an instant classic when it came 
out last year. Adventures of Pip, a 
new Wii U game that's also a love 
letter to platforming, comes from Tic 
Toc Games, also a team of former 
WayForward developers. The team 
also used Kickstarter to launch the 
project. Stop me if you've heard this 
one before! 

Following the success of their 
fellow ex-WayForward brethren, Tic 
Toc's first Wii U game is a unique 2D 
platformer in which you control Pip, 
a 1-bit hero in a 16-bit world. After 
an evil gueen threatens to de-rez the 
entire kingdom, it's up to the wily 2D 
cube to run through a gauntlet of 
platforming challenges to save 
the day - and the princess. 

Pip's hook is that he can 
evolve and devolve to solve 
puzzles and progress through 
levels. In addition to his 
initial square 1-bit form, he 


can also evolve into an 8-bit jumper 
and a 16-bit brawler. Each form has 
its own benefits - the 1-bit Pip can 
float and fit into small spaces, the 
8-bit Pip can punch and wall jump 
and the 16-bit Pip wields a heavy 
sword. What makes this concept 
work so well is that there's a balance 
between all three forms. While an 
unlockable ability later in the game 
makes the 8-bit Pip the most versa- 
tile, all three are used effectively. 
Evolving is as simple as defeating 
a specific type of recurring enemy 
and devolving is done by holding a 
button. The best puzzles and levels 
are ones that use the concept of 
evolving and devolving together. For 
example, you might have to hop on 
an enemy to evolve into 8-bit Pip, 
then wall jump into another one and 
become 16-bit Pip so you can slice a 
barrier down with your sword. 
But wait! You have to then 
devolve into 8-bit Pip so 
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Now you can move large blocks and attack 
enemies with your sword! 


you can then immediately wall jump 
into another area to save a villager! 
When everything clicks and you 
realize how to solve these puzzles 
and challenges, it's absolutely 
glorious. 

It doesn't necessarily click all the 
time, though. The levels often get 
long in the tooth, not helped much 
by the far-apart checkpoints. Each 
level also contains three hidden vil- 
lagers, and a lot of them require you 
to have an awesome preternatural 
ability to know where they are when 
you go into a level. That does inspire 
replays, but with the length of some 
of the levels, it's discouraging. 

Luckily, the boss fights don't 
suffer the same fate. Each boss is a 
puzzle in and of itself, as you have to 
figure out how best to defeat them 
while switching between Pip's three 
forms. 

Even with some annoying aspects, 
it's hard to get frustrated, as the 

controls are so well 
polished. Failure 
comes about 
more because 
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of your own 

botched execution 

than because of the controls. Pip 
does move a little slowly, but that fits 
the pace of the game, which is more 
contemplative than action-packed. 

It also fits with the story as well, 
which has a whole lot of heart. The 
running theme is how heroes come 
in all shapes and sizes, and the 
concept of switching between forms 
exemplifies that refrain. The 
message presented is wonderful, 
made better by the fact that the 
entire game buys into that theme 
magnificently. 

The world - powered by a 
dynamite soundtrack from Jake 
"virt" Kaufman - is charming, 
coming complete with a hometown 
where you can purchase character 
upgrades and items. This hometown 
doesn't feel that fully developed, but 
seeing the freed villagers roam 
around in a safe space is a pleasant 
way of showing your game progress. 

While Adventures of Pip lacks a 
bit of the mastery of the other 
notable ex-WayForward project, 
Shovel Knight, it's a game that 
presents its concepts and mechanics 
very plainly and does a fantastic job 
at constantly challenging you with 
new twists throughout the numerous 
levels. If you're searching for the 
next great platformer hidden in the 
Wii U eShop, Tic Toc's first Wii U title 
might fit the bill . . . even if its hero 
comes in a small size! - NEAL 
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SketchPad Мо More 


ART ACADEMY: HOME STUDIO 


TWO YEARS AGO, we reviewed Art 
Academy: SketchPad, a Wii U eShop 
art toolkit that delivered a limited 
set of drawing materials, but 
promised two additional features in 
a future update that would expand it 
into a full-fledged Art Academy title: 
The "Lesson" mode would provide 
tutorials on art techniques, and 
"Gallery" would let you create a 
showcase of your best work. At the 
time, we said that once these options 
became available, SketchPad would 
definitely be worth a look for any 
budding artists. 

When Nintendo announced a 
separate Art Academy game at E3 
2014, it seemed the writing (or 
drawing) was on the wall. Fast- 
forward to today, and those 
promised modes remain locked 
behind perpetual "Coming Soon" 
icons. Much like many of the 
artworks created in it, SketchPad has 
been abandoned without ever being 
finished. 

So here we have a completely 
separate game, Art Academy: Home 
Studio. Whether you want to jump 
straight in to start creating a master- 
piece of your own or improve your 
artistic skills by following a series of 
tutorials, everything is available 
right out of the box. A huge selection 
of art materials can be used, the 
Lesson and Gallery modes are 
present, and there's a host of new 
features to soften the blow of having 
to buy a whole new game to access 
them. 

Lessons come in three flavors: 
Basic, Advanced and Tools. As in 
previous editions, your tutor is the 
magnificently bearded Vince, who 
walks you through each step 
required to draw the subject in a 
specific style, or only using certain 
materials. 

The lessons are the strongest 
element, covering everything from 
how to choose a subject to under- 
standing how lighting is affected by 
texture and reflection. The explana- 
tions are simple to understand and 
accompanied with several helpful 
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animations and illustrations, but 
detailed enough to allow you to 
transfer your knowledge to your own 
original artworks. 

If you don't want to spend time 
learning and just want to draw your 
own thing, you can set up a blank 
canvas (from dozens of options) and 
get to work with a full set of pencils, 
pastels, charcoal, paints, erasers and 
smudge sticks. Each tool reacts to 
the canvas and any underlying 
artwork as the real material would. 
You can mix paints, dilute them and 
apply different amounts to your 
brushes. You can select the point or 
side of a pencil or pastel. There are 
enough options here to appease 
even a seasoned artist. 

The game never judges your final 
artwork, but it gives you multiple 
options to let your friends judge it 
for you. You can present your 
artwork in your Gallery, or post your 
pieces to Miiverse. The best new 
feature, by far, is the ability to 
upload a short video of your artwork 
to YouTube. Choose a one-, two- or 
four-minute video and the game will 
record and upload a sped-up version 
of your process, mistakes and all. 

The same problems that dogged 
SketchPad return here, though. 
There's no way for the GamePad to 
distinguish between the stylus and 
any part of your hand that acciden- 
tally rests on the touchscreen, 
leading to unexpected mistakes. This 
wouldn't be so bad if there were a 
useful undo feature. One exists, but 
it only takes back the last stroke you 
made. If you've been making lots of 
small marks, or touch the screen 
with your hand more than once 
before noticing, you have no choice 
but to paint over your mistakes. 
There's no reason for it to be this 
way, as Home Studio records every 
stroke you make in order to set up 
videos. It may be "authentic," but it's 
very limiting, and unnecessarily so. 

Nevertheless, this is a solid art 
package with a lot of content for 
budding artists to work with. The 
tutorials alone are worth the price of 
entry! But if you're already a veteran 
of the canvas, there's a lot to love for 
you too (like YouTube). - MARK 
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Skate or Die OLLIOLL! 


WHO WOULD HAVE thought that skateboarding would end up 
being one of the biggest genres in the video game industry? Lots 
of games let us visit fantastical settings and do things we could 
never do in real life. Skateboarding video games, meanwhile, 
present us with content that we could easily try in real life. (The 
key word is "try," because pulling off tricks in skateboarding 
games is a lot easier than nailing them in real life. Maybe that's a 
key part of the genre's success.) 

While skateboarding games may not be as plentiful as they 
once were, there's certainly still an interest in them. That interest 
gets kicked up a notch when you take the genre and turn it on its 
head. That's exactly what OlliOlli does. Yes, you're still kickflipping 
and grinding like you would in any other skateboarding game, but 
this time around you're tackling it all from a 2D, sidescrolling per- 
spective. No more wandering around 3D environments to find the 
best grind spots and ramps to pull off tricks - OlliOlli plops you 
into a downward-sloping landscape where it's your goal to pull off 
the biggest tricks you can before you hit the goal line. 

The real difference with OlliOlli is just how focused the game is 
on precision. Special attention is paid to the timing of grinding 
and landing tricks. You have to have split-second precision to 
garner the biggest point total - if you're off just a tiny bit, you 
could end up cutting your points in half or even landing flat on 
your face. Nailing those grinds and landings is uber important, 
since OlliOlli is a game all about high scores. There might be level 
challenges that ask you to pick up items or pull off specific tricks, 
but the very core of the game is 10096 focused on high scores. 

While there are multiple environments to blast through, those 
not interested in high score runs might find little to entertain 
them. If you don't mind running through gauntlets over and over 
to grab the best score possible, OlliOlli can be truly addictive and 
very refreshing in its handling of the skateboard genre. 

Both Wii U and 3DS versions are very well crafted, but the 3DS' 
visuals and sound definitely suffer a bit when compared to the Wii 
U. Luckily, you don't have to choose one over the other - 0lli0lli is 
a Cross-Buy title, meaning that if you pay for and download one of 
them, you'll receive a free code to also grab the other version. 
The core gameplay is the same on both systems, of course: string- 
ing together tricks to maximize your point output, all in the hopes 
of landing high up on the online leaderboards. 

OlliOlli takes old-school sensibilities and mixes them up with 
today's skateboarding culture. | don't know that many people 
were clamoring for a sidescrolling skateboard pseudo-platformer, 
but sometimes you don't know what you want until you get it. As 
long as you don't mind the score mechanic being your 
overall gameplay driver, you should find a lot to 
love in OlliOlli. Just make sure to flex those 
thumb muscles before hopping on! - KEVIN C. 
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The Bigger They Are ... 


IFYOU HOLD 

even a passing interest in anime, you've 
doubtlessly watched the landmark fantasy 
thriller Attack on Titan. (And if you are an 
anime junkie, you're probably sick of 
having it crammed down your throat!) The 
premise of a world overrun by human- 
devouring giants is bleak and unsettling by 
typical shonen standards, but it's those 
same qualities — along with a pair of 
adrenaline-pumping theme songs that only 
get better upon subsequent listens - that 
have captured our attention. 

One of the show's highlights is the 
Omni-Directional Mobility Gear, a brilliant 
piece of equipment that turns the average 
soldier into Spider-Man. Attack on Titan: 
Humanity in Chains gives you the opportu- 
nity to slip on an ODM Gear harness and 
embark upon missions to drive back the 
Titan threat. It's cumbersome at first, but 
after a few brief tutorials you'll be zipping 
around as if it were second nature. 

That thrill is all too brief, as soon it's 
time to engage in laborious combat. 
Although a Titan's limbs grow back after a 
period, lopping them off with your blades 
will slow its movements. Strategy thereby 
consists of zooming toward an arm or a leg 
with the Y Button, slashing with X, then 
swinging around to attack the nape of the 
neck: the Titans' only weak spot. 

Sound easy? Well, there's more. 

Upon pressing X, a shrinking circle 
appears; press X again once the circle 
passes over the red zone to deal a critical 
strike. Should you miss, your strike will 
likely be ineffective and you'll have to try 
again. As for targeting the nape, getting 
into the appropriate position often 
demands numerous passes, during which 
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time the Titan could 

regain its composure. 

With rare exception, 

all enemies - regard- 

less of size - demand 

that you repeat these 

same steps. Even if you gain 

a knack for flawless execution, you'll still 
be caught in a cycle of tedium. 

Gameplay shortcomings don't end 
there. Some missions require you to 
perform inane tasks like collecting a 
certain number of bandages or foodstuffs. 
In others, you and your party must ride on 
horseback to checkpoint markers while 
avoiding Titans entirely, although your idiot 
partners insist on dismounting and trying 
to fight each time one comes into view. You 
do actually transform into a Titan for 
hand-to-hand combat on a few occasions, 
but you can brute-force your way to victory 
by simply hammering the X Button. 

The entire package is rough: The frame 
rate becomes a stuttering mess when you 
turn on stereoscopic 3D. Horses flicker 
about whenever they run into a wall or 
tree. All characters use the same body 
model, only with different faces swapped 
in. Everything adds up to a rushed project 
that demonstrates promise early on, but 
quickly yields to typical licensed game 
rubbish. It says a lot when the best parts of 
a licensed game are the included video 
clips from the show being licensed. 

Perhaps we'll see a new game that 
builds upon the ODM Gear mechanics when 
Attack on Titan's second season kicks off 
next year. This one, though? It can stay 
chained up, for all it's worth. - TONY 
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Brothers and Babies as Buddies! 
MARIO & LUIGI: PARTNERS IN TIME 


PRINCESS SHROOB AND her alien Shroob 
minions have taken over the Mushroom Kingdom 
at some time in the past, and the Mario brothers 
need to save the day. (Or save the "yesterday," I 
suppose.) While traveling in time, they meet 
their younger selves. Realizing this is no time for 
babysitting, Mario and Luigi elect to let their 
diapered counterparts join the fray. Thus a new 
partnership is formed and the quest begins! 

The RPG elements from the first Mario & Luigi 
game on the GBA return enhanced in this sequel 
— experience points raise levels and coins buy 
badges and equipment. Each bro is assigned a 
button, with the adults taking A and B, and the 
babies getting X and Y. Attacks include jumping, 
hammering and using items. Dodging and 
powering up attacks are played the same as the 
last game by pressing each character's button at 
just the right time - this emphasis on timing 
helps the repetitive aspects feel fresh. 

"Bros. Items" that are found or bought grant 
access to combination attacks, and while things 
are immediately twice as complicated as the 
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How Does the Story End? 


STAR FOX COMMAND 


IF YOU'VE EVER played Star Fox 2 (unofficially, 
of course) or seen videos of it, you'll notice that 
a lot of elements from that sadly scrapped title 
have been repurposed here, such as arcing sto- 
rylines and a lot of the gameplay. The first thing 
that you should know is that Command is not a 
traditional Star Fox game - no on-rails shooting 
here. Instead, the space battles take a more 
strategic approach. 

Coming after the events of Star Fox Assault, 
the new Anglar army surfaces on Venom and 
begins to invade the Lylat system. We first see 
Fox talking to ROB64 and surveying the planet 
map, making choices about where to go. Once in 
an area, you survey the battle map on the 
bottom screen and draw flight paths for each of 
the pilots in the battle. There are 14 playable 
characters, and you'll control up to four at once 
to tactically take out the enemies on the map. 

If two icons meet, the action begins, and 
you're thrown into battles with varying require- 
ments for completion. Take out a missile or 
enemies, thwart the Star Wolf team, destroy a 
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base or even defeat a boss. Most of 

the action sequences rarely last longer than a 
minute, with most of the suspense coming from 
whether or not your battle strategy paid off. 

While it's exciting at first, it can get repetitive 
and even mundane. The fog of war can add sur- 
prises, but losing and having to replay can get 
annoying after you know where things are. 

The high point of the game is its story, which 
has several arcs and many choices between dif- 
ferent paths along the way - leading to nine dif- 
ferent endings - so the replay value is very high. 
The story is interesting and the characters are 
fun to explore. 

The game still looks good for an '06 release, 
and the funny gibberish "voices" are back from 
the original SNES outing. Take notice of all of the 
ship designs as well! This Wii U VC release stings 
a bit with its exclusion of the multiplayer, which 
was a lot of fun in the original. The control was 
also all stylus-based on the bottom screen of the 
DS, and translating this playstyle to the Wii U 
GamePad definitely takes some getting used to. 

For $9.99, this may scratch that Star Fox itch 
you have after seeing Star Fox Zero at E3 - just 
go into it with proper expectations. - BRETT 


first game because you're controlling four 
heroes, things never seem unmanageable. While 
this dynamic with the special attacks works, and 
the Bros. Items are fairly prevalent, I still felt like 
using combos a lot less in this game as a result. 

The babies separate themselves from the 
adults often to get into tight spaces, and all four 
need to work together to break down baddies’ 
defenses and solve puzzles. The real gold of the 
game comes from the interactions between the 
quartet. The first game's humor is what made it 
an instant classic, and this one expands on it 
beautifully. Just try not to laugh when you see 
Luigi freak out over Baby Luigi crying! 

The overall adventure is larger than before 
and features better voices, mostly due to the 
jump from GBA to DS. There's plenty to do aside 
from the main quest as well, like minigames, 
bean hunting and more. The music is varied, but 
doesn't quite stand up to the original's. 

The game only loses points in my book by 
regulating the breakout star of the first game, 
Fawful, to a semi-secret shop. "I have fury!" 

If you never played this gem, use this re- 
release to travel back in time and correct that! 
It's on sale for a great price on Wii U. - BRETT 


Survive in the Wild 


DONT STARVE: GIANT EDITION 


WHEN DON’T STARVE first hit the market 
in 2013, I wasn't ready. It's an old-school 
survival game through and through, forcing 
you to learn every facet of the experience to 
stay alive. It's grueling. It's procedurally gen- 
erated so you can't follow the same strategy 
every time. And it features permadeath, which 
deletes your save after you starve, go insane 
or are killed by the denizens of the game's 
world. Yep, it might drive you crazy - but it's a 
ton of fun. 

You start off as Wilson, the default charac- 
ter and the face of the franchise. His "power" 
is his ability to grow a beard, which can come 
in handy for keeping him warm during the 
winter and for shaving it, which allows him to 
use his hair to fabricate gadgets. This isn't an 
exaggeration - this is the kind of game Don't 
Starve is, as everything has a purpose and a 
place. 

You'll start off picking up twigs and berries, 
munching on quick snacks and creating basic 
tools like axes until you can progress to the 
point of chopping down trees and building a 
settlement. When nighttime arrives, you'll 
have to create a fire and settle down, or you'll 
be ripped apart by the mysterious creatures 
that inhabit the darkness. If you've ever 
played Minecraft before, you'll have some idea 
of what to expect - creating and thriving 
during the day and going on the defensive at 
night. 

There are lulls where the pacing is a bit off 
based on the randomly generated map you're 
playing on, but, for the most part, there's 
always something to do at any given point in 
Don't Starve. Plus, if you're so inclined, you 
can actually "beat" the game by finding a door 
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randomly in any given world, 

which starts a series of challenges that 
function as a miniature story of sorts. Other 
than that, you're basically going to just 
survive as long as you can for your own 
personal enjoyment - anything over 100 days 
is considered "good" by any normal standard, 
but veterans have reached far beyond that. 
It's even tougher if you enable the Giants 
expansion, which creates two new seasons (in 
addition to winter) to deal with. 

But while the core game is fully intact, the 
Wii U port fails to make any noticeable 
improvements. While both TV and Off-TV Play 
are fully supported, the actual touchscreen on 
the GamePad isn't functional at all. | was 
expecting there to be some sort of drag-and- 
drop system, as that would have been a 
perfect fit for enhanced inventory manage- 
ment, but it's just not there. You can use the 
second screen as a map, though, if you aren't 
keen on flipping back to the overlay in other 
versions, but it's lightning quick so it's not that 
big of an addition. 

Another issue is the actual size of the text 
on the GamePad. There's a way to change the 
size of the U.I. in the options menu, but the 
text remains the same - unless you have eagle 
eyes, you probably won't be playing on the 
GamePad for extended periods of time. 

Don't Starve may not have any major 
upgrades or differences compared to its other 
editions on other platforms, but it's still a 
working, serviceable port of Klei's charming 
survival adventure. 

I still recommend picking it up on PC, 
though, as that version has a host of fun mods 
as well as the multiplayer-enabled Don't 
Starve Together, which isn't even announced 
for consoles yet. - CHRIS 
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Redbeard’s Battles 
SWORDS & SOLDIERS II 


INCREASINGLY ECCENTRIC VILLAINS and crazy sce- 
narios await you in this action-based strategy title that 
bests its predecessor in visuals, depth and overall zaniness. 
Swords & Soldiers II starts with the Vikings that also starred 
in the last game, but replaces the Chinese and the Aztecs 
with Persians and Demons to thwart and befriend. 

The game appears to be simple, with armies on either 
end of a 2D, sidescrolling battlefield with plenty of ground 
to cover in-between. Collect gold to hire fighters and build 
towers and cannons, and collect mana to cast spells and 
unlock more powerful allies. Once you buy a fighter, they 
immediately head toward the right to attack, so it's impera- 
tive to combine several different fighters to create an effi- 
cient army to tackle the defenses ahead. 

Each tribe has its own style of fighting that the game 
introduces brilliantly. Once you get a handle on the Vikings, 
the Persians show up and add to the strategy - and then 
things go even deeper with the Demons. The game also 
creates plenty of challenges to test your skills with each 
fighter, and it really shines when you can choose from all of 
the brilliantly designed characters. From beefy Vikings to 
sand witches that conjure Djinns to gigantic fighter-tossing 
trolls, the fantastically animated cast will have you laughing 
and studying up. 

With all of the action on-screen, the control needs to be 
easy and fast, and Ronimo Games definitely delivers on this 
front. Whether picking buttons or touch controls, selecting 
things and running through complex menus in the middle of 
battle is a breeze. It is tougher for younger players to truly 
get into the game's complexity, as the game is surprisingly 
deep. Each character has its own weaknesses and strengths 
which perfectly play off the opposing army. The more effort 
you put into the game, the more reward you'll find in the 
game's strategy. 

At $20, you may be wondering if the game is worth the 
cash - and it really depends. The single-player campaign 
has around 25 levels, with optional battles and plenty of 
replay value if you like to collect everything as a true 
completionist. If you just want the story, it will take you 
around seven to eight hours. There's also a two-player 
mode in which one gamer is assigned the GamePad and the 
other the TV. (While this can be serious fun, it's local play 
only.) So it's really up to you to evaluate whether the game 
has enough content for the asking price, but 
for me, I'm more than satisfied with all the 
craziness that's included here. - BRETT 
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Just Hangin’ Around 


MEGA MAN ZERO 2 


AS MANY A Capcom sequel 

tends to do, Mega Man Zero 2 refined the formula found in the first 

game and made things a bit more accessible for players to get into - but only 
by a bit. 

Make no mistake about it: This game is still hard, and much like the first 
Zero, it's ready to eat your lunch with a smile. That said, there are a few small 
amenities added to help you survive the experience. For one, this game has 
actual lives that you can lose and replenish before hitting the Game Over 
screen. Furthermore, there are now also Sub Tanks like those found in the 
Mega Man X series. While the first game had these as well, Zero 2 doesn't 
require you to sacrifice Cyber-elves (and therefore your rank) in order to obtain 
all of them. 

Some might say that not all returns to tradition are so grand, however. 
Another callback to the Mega Man series of the past is the abandonment of a 
large, interconnected world in favor of choosing from four missions at a time 
from a stage select screen before being teleported to your destination - but 
this does allow for a wider variety of locales, and isn't a huge loss since you 
previously had to select a mission anyway to make areas "active" so you could 
achieve anything significant. Plus, you still have a nice, huge base to run 
around in and find other characters to chat with. 

Mega Man Zero 2 seems to borrow a page from its sister sequel, Mega Man 
Battle Network 2 (released the year prior), with the introduction of the Form 
System. These Forms are acquired by meeting certain criteria and can enhance 
abilities in different ways - for example, destroying 50 enemies with the Buster 
Shot before completing a stage will earn the X Form, which increases the power 
of your shots and how many you can fire at a time. The only problem is that the 
requirements for getting the different Forms are such that those capable of 
doing so wouldn't actually need them as much as the less proficient. 

Despite its pedigree, Mega Man Zero 2 manages to feel much less like a 
retread than a lot of other games in the franchise. Whereas the Classic and X 
series would constantly see Dr. Wily/Sigma return for each subsequent install- 
ment (no less than eight times!), this sequel feels much more like a proper con- 
tinuation of the saga that began in the last game. New plot elements unfold, 
and there's even a new final boss whose ascent to power leads to what may be 
one of the most disturbing acts to be witnessed in the entire franchise. 

Much as with the Battle Network titles, however, this Virtual Console release 
hinders some capabilities of the original cartridge version. In this case, there 
was a two-player mode in which players could compete with one another. 

That notwithstanding, Mega Man Zero 2 successfully evolves the concept, 
and the Virtual Console's Restore Point function may even allow some people 
to finally complete it! - DAVID 
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Those two belong 
to Lord Weil. You 
n t have tham. 


MEGA MAN ZERO 3 
IF THE FIRST Mega Man 


Zero could be credited with creating a new formula for the Mega 
Man franchise and Mega Man Zero 2 refined it, then you could easily make the 
case that Mega Man Zero 3 perfected it. 

Originally designed to be the finale of the Mega Man Zero series, the game 
truly feels like everything has been building up to this as you play throughout. 
It would almost make a perfect starting point, were it not for the need to have 
played the two previous titles to fully appreciate everything this entry brings 
together. 

Gameplay is streamlined a bit in some regards, such as the lack of grinding 
necessary for Zero to be able to use many of his moves. What's more, scattered 
throughout the game's levels are Secret Discs containing currency, items or 
simple data to flesh out the world. Among those items are Customization Chips 
which act similarly to the Form Changes of the previous game, albeit without 
the near-ridiculous requirements. Similar to X's armor enhancements from his 
series, a different chip can be equipped to different body parts with the ability 
to mix and match. 

In some cases, it almost feels as though the difficulty has been toned down a 
bit from the previous games. This is still no walk in the park, but it manages to 
feel a little more fair and finely tuned, closer to one of the harder Classic or X 
series games than in a class all its own like those that came before it in this 
series. The Virtual Console's Restore Points are as much a lifesaver as ever, and 
if you need a further edge, new Cyberspace portals now appear in stages that 
allow you to access a parallel version of the level with fewer enemies - and 
where Cyber-elves can share their power with Zero without sacrificing them- 
selves (watching a large group of them infuse Zero with their power all at once 
is a sight to behold). 

Reminiscent of Mega Man 3 is the way the game's story unfolds in such a 
way as to bring back several familiar faces from previous games to stand along- 
side the new. This leads up to a rather epic series of final battles as Zero finally 
uncovers the truth about his past that he has been seeking since the first game. 

While Mega Man Zero 3 doesn't suffer in the same way as its predecessor 
with regards to its move to the Virtual Console, it still has its own unfortunate 
drawback. Instead of a two-player mode, its original cartridge version was 
capable of linking up with either version of Mega Man Battle Network 4 to trade 
out a special "Z-Saver" (sic) Battle Chip to that game; in return, the foes of 
Cyberspace would then take on the forms of the viruses which inhabit the 
networks of the other series. 

Mega Man Zero 3 was designed to be this series' finale, but that wasn't to 
be. But even with one more game to come, this is still the series' very best. 
Don't miss it! - DAVID 
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MEGA MAN BATTLE NETWORK 2, 3 & 4 


DEBUTING SHORTLY AFTER the 
release of the Game Boy Advance in 
2001, Mega Man Battle Network con- 
tinued Capcom’s trend of introducing 
а new version of Mega Man to go 
with a new piece of Big N hardware. 
And just as it happened in the past, 
the new game was popular enough 
to warrant a sequel - several, in fact. 

Set a few months following the 
events of the first game (and Mega 
Man Network Transmission for the 
GameCube, but that's a story for 
another time), Mega Man Battle 
Network 2 effectively refined much 
of what was seen in the first game 
and set the standard for many 
installments to come. The graphics 
and sound remained relatively on 
par with the already high bar set by 
the initial outing, but the gameplay 
was sharpened up and expanded 
upon to a significant degree. 


As Lan and MegaMan.EXE seek 
out the mastermind behind the new 
netmafia, Gospel, they find that the 
Internet is less visually confusing 
and more streamlined than in their 
previous adventure. Areas are 
seldom as clearly recognizable as 
they might be in, say, The Legend of 
Zelda: A Link to the Past, but the 
redesign with different levels featur- 
ing distinct colors goes a long way 
toward helping. Plus, there are now 
"Net Square" areas, which are essen- 
tially neutral ground where you can 
conduct business without fear of 
random encounters. 

Building your Battle Chip folder 
has been revamped a bit to encour- 
age the use of a greater variety of 
weapons and abilities, but the 
marquee feature of Mega Man Battle 
Network 2 is the new Style Change 
system. Depending on how you play, 
you'll gain one of four different 
styles, along with a randomly chosen 
element (plus a fifth unlockable 
post-game style) which grants you 

new abilities and different 

standard weapons. 
For many, Mega Man Battle 
Network 2 is considered the best of 
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the series, but its follow-up is no 
slouch. 

Mega Man Battle Network 3 is 
where the series began to follow a 
more Pokémon-styled formula, 
coming in two varieties: Blue and 
White. Both feature the same story, 
but differ in other ways, such as the 
colors used for the backgrounds, dif- 
ferent Battle Chips unique to each 
title, different new Style Changes (in 
addition to those from the previous 
game) and a different NetNavi boss 
in one portion of the game, with Blue 
containing an entire extra boss too. 

While the entirety of Mega Man 
Battle Network 2 is considered to be 
better overall, there has been some 
concession that 3 features a better 
endgame, bringing something of a 
close to the first trilogy of games. 

Mega Man Battle Network 4, 
however, is considered something of 
a black sheep among fans of the 
series. If not for the quality of subse- 
quent releases, it might even be 
called the series' shark-jumping 
point - though that's arguably a little 
bit unfair. Regardless, it attempts to 
reinvent the series in some interest- 
ing and ambitious ways, though 
those didn't resonate with everyone. 

Smaller changes include the new 
graphic style for the characters that 
sets a new standard for the rest of 
the series, as well as a new 
layout for ACDC Town. 


- ORIGINAL RELEASES: 
GBA, 2002, 2003 & 2004 
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MegaMan's mental state now 
affects his performance in battle and 
whether or not he can use the new 
Double Souls: replacements for Style 
Changes with which he takes on the 
looks and abilities of certain 
NetNavis. There are also new Dark 
Chips, which offer great power... at 
a price. 

The biggest and most divisive 
change of all is in the way the story 
is told. The chapters contained could 
be called modular, existing almost 
interchangeably inside a larger nar- 
rative framework. This is actually by 
design, with each version containing 
distinct scenarios with unique char- 
acters and bosses, as well as the 
Double Souls obtained from them. 

What's more, you must complete 
each version three times in a sort of 
"New Game Plus" fashion with these 
modular chapters switching out in 
order to see everything. It's a bit 
much, though it at least adds some- 
thing to the replay value. 

The biggest mark against these 
Virtual Console versions of the 
games, however, is their inability to 
link to trade Battle Chips or battle 
other players, thereby limiting the 

overall package and completion 

ability. But solo Mega Man 
fans, jack in! - DAVID 
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The Tears of Opa-Opa 


3D FANTASY ZONE was my introduction to Sega's famous 
"cute-'em-up" series, and my goodness, was it a humbling 

experience. What begins as a saccharine jaunt through technicolor space 
rapidly morphs into a rage-inducing nightmare. Ready for more of that? 

Unlike its predecessor, Fantasy Zone II was released on the Sega Master 
System first before receiving a bare-bones arcade port. In 2008, developer M2 
reimagined the game entirely for the PS2's Sega Ages compilation series in 
Japan, using the same System 16 arcade tech that powered the first Fantasy 
Zone. It's this gem that 3D Fantasy Zone II W is based on. 

Gameplay is the same as before - take command of the living ship Opa-Opa 
and scroll through levels, traveling either left or right to destroy ten bases and 
a boss. The coins that enemies drop can be cashed in for better engines, guns 
and bombs at floating shops, although losing a life also means losing your 
equipment. 

There are some changes to the routine, however. Main weapons are still 
time-limited, but now they also grant protection against a single hit. 
Meanwhile, bombs that were once restricted to a handful of drops can now be 
used repeatedly by charging a bomb meter. 

The most significant addition is a parallel worlds gimmick — warp points will 
transport you between a level's Bright and Dark sides, with the latter featuring 
more aggressive enemies but greater financial rewards. There are three 
endings, and naturally you'll have to clear every level on the Dark side to 
access the best one. Not only that, you'll have to beat the game in a single run 
- using the built-in stage select to jump ahead will register as having gone 
down the Bright path. 

3D Fantasy Zone II W as a whole is not as frustrating as the original. Bosses 
in particular don't demand as much pixel-perfect dodging, and as a result are 
much more enjoyable. Does that mean the sequel won't make you fly off the 
handle in fits of unbridled fury? Of course not! Those inevitable moments are 
just spaced further apart! And you can always make the game easier by extend- 
ing weapon time or increasing coin drops - options that are unlocked after 
extensive play. 

There's also a new mode called Link Loop Land, in which you select one of 
three characters, each equipped with different gear, then battle endless waves 
of foes as you collect coins to build a score multiplier. There are several 
enemies that don't appear in the main campaign, including a recurring boss 
that grows more limbs after each encounter. It's a strangely cathartic exercise, 
not to mention a more unique companion experience compared to the last 
game's Upa-Upa Mode. 

If 3D Fantasy Zone was too much of a migraine for you even with the built-in 
cheats, 3D Fantasy Zone II W is definitely not your saving grace. But if you've 
got a sweet tooth for devilish destruction, you're guaranteed to get a little 
more mileage out of this one. - TONY 
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Restart Your Engines! 


WHEN | WAS growing up with the NES, one of my favorite 

games for the system was Rad Racer. Imagine my surprise when | 

discovered years later that the game I held dear actually took after another 
driving game: Out Run from Sega (a.k.a. "The Enemy" in those early times). 
With Square Enix not releasing their title on any sort of Virtual Console and 
ruling out a Nintendo 3DS remake of their own, you can imagine | was more 
than thrilled to hear that the originator - whose own re-releases in recent 
years have been rather limited - was being brought back to life as a 3D Classic. 

While | still hold fondness for Hironobu Sakaguchi's answer, | do have to 
concede that Yu Suzuki’s arcade classic is undoubtedly the technically superior 
title. Even before stereoscopic tech was applied, the 3D effect in Out Run was 
already impressive, but with this more modern application? 3D Out Run 
becomes one of those Nintendo 3DS titles that manages to transcend mere 
gameplay and become something akin to an actual experience. 

Beyond the 3D effect, M2 has gone above and beyond by altering the playing 
field to fit the wider Nintendo 3DS screen. What’s more, they’ve managed to 
provide a smooth 60-frames-per-second experience whether you have the 3D 
slider cranked up or not - all the more impressive when you consider that the 
original arcade hardware only ran at 30 FPS. The result is a silky-smooth 
driving adventure that, with the 3D on, feels like you're practically sliding into 
the experience. 

The 3D effect, combined with Sega's earlier scaling technology and use of 
background elements, is the kind of thing that the Nintendo 3DS was made for. 
It is truly something to behold. 

Above, I referred to Out Run as a "driving adventure," and that's just what it 
is. You're not racing anyone or anything other than the clock as you blaze down 
forking roads through five of a possible 15 different sets of courses to reach 
one of five destinations. Plus, in classic M2 fashion, they've made some adjust- 
ments to make the drive all the more enjoyable. 

In addition to the three original selectable music tracks by Hiroshi 
Kawaguchi, M2's version adds two additional tracks by Manabu Namiki and 
Chibi-Tech (all of which can be purchased online). Reaching the end of the game 
unlocks new parts that can affect the color, shape and abilities of your non- 
infringing, not-a-Ferrari Testarossa sports car. And of course, in the spirit of 
preserving the feel of playing in the arcades as much as possible, you have the 
option of recreating the feeling of a moving arcade cabinet and its accompany- 
ing sounds, recorded straight from an actual Out Run arcade machine in one of 
Sega's warehouses. 

When Sega announced M2’s line of 3D Classics for the Nintendo 305, Out 
Run was the game many were waiting for above all others. Suffice it to say, was 
it worth the wait? Thanks to the developers' dedication and tireless efforts: 
absolutely. - DAVID 
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Only a Short Helicopter Tour 


SEGA'S THUNDER BLADE has never quite had the same notoriety as its 
arcade brethren such as After Burner or Out Run, and there may be a pretty 
good reason for that - what's there is quite a lot of fun... there just isn't a 
whole lot there. 

Thunder Blade's greatest shortcoming is its shortness, with only four stages 
to go through compared to After Burner's 23 or Out Run's 15. There isn't a lot of 
variety, either; no alternate routes to take, no varying choppers to try out or 
much of anything extra to change up the experience on repeated plays. 
Basically, you can go through again to try to perform better, increasing the dif- 
ficulty and tweaking the other options as necessary, but even with the little bit 
of extra content that the developers at M2 have added, it really doesn't take 
long before you feel like you've seen everything. 

Still, what's there to see is definitely worth seeing. Each of the four stages is 
divided up into a top-down portion, a behind-the-vehicle segment, another 
top-down portion and a boss fight that can take on either viewpoint. The 
top-down portions have you flying your copter at sort of an angle, to target 
enemies on the ground beneath you with your unlimited machine gun rounds 
and missiles, similar to games like 1942 - while behind-the-copter feels closer 
to After Burner or other 3D, on-rails shooters like Star Fox. 

In addition to the obvious use of 3D in the behind-the-vehicle segments, 
Thunder Blade's unique helicopter mechanics also put the added visual depth 
to pretty good use during the top-down portions. In addition to controlling your 
speed with the shoulder buttons (or the second stick if you have a Circle Pad 
Pro or New Nintendo 3DS system), you can also control your height with the 
Circle Pad, allowing you to get up close and personal or keep a safe distance – 
or vary it up however you like. 

As mentioned, you can tweak the difficulty and other options to suit your 
needs, with the easiest level amusingly changing the game so that when you 
collide with a building or other set piece, you'll bounce off harmlessly instead 
of crashing and burning. Even so, something seems a little off about the game 
when it seems that you lose more lives due to almost haphazard enemy colli- 
sions (that the enemy seems to get away from scot-free, no less) than any of 
the artillery they throw your way. 

Graphically, 3D Thunder Blade holds up decently among the 3D Classics line, 
though it's not quite the best. Similarly, the soundtrack - while not bad - fails 
to impress or really be all that memorable. Like the rest of the game, it's ulti- 
mately passable if not above-average, but nothing awe-inspiring. 

Still, there aren't too many titles out there to prominently feature helicop- 
ters, and you can do worse than trying out this game if you're into the whirly- 
bird scene. M2 did well with what they had to work with; 
there just wasn't very much there to begin with. 

- DAVID 
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King of the Railway 


AT FIRST GLANCE, it's a simple concept for a game: Build 

trains, move people, make money. But as you play more and more, 

you'll discover how deep the tunnel goes. A-Train 3D is the latest release in a 
long-running (almost 30 years!) series developed by Artdink, and while Maxis 
and Degica have localized and released earlier titles in English for the PC, this 
is the first English version to come to a handheld, thanks to Natsume. Its user- 
friendly looks are deceptive, though - A-Train 3D is hard to learn, and even 
harder to master. 

The tutorial levels are structured so that you'll gradually cover topics and 
menu functions over a period of several in-game months. At first, you'll set 
timetables and lay track, then move on to cover other forms of mass transpor- 
tation (buses and streetcars) and the exciting world of corporate finance. 
Laying track and building structures are fairly straightforward, but not without 
their limits (and penalties - especially when you discover you built a station in 
the wrong place). Unfortunately, there's no in-game encyclopedia you can refer 
to, and you can only review what you've learned during the same play session. 
The explanations of different options in the sub-menus are somewhat vague, 
and they require a lot of trial-and-error experimentation, especially when you 
suddenly realize things aren't working as they should. The financial aspects of 
the game are realistically presented - complete with balance sheets broken 
down by category - and you can also cycle through your rolling stock and prop- 
erties to see if they're turning a profit. 

One of the most frustrating aspects about this game is the amount of time 
you will need to invest in order to unlock Construction Mode, which lets you 
build and export your own scenarios. The requirements to pass the required 
levels take several in-game years to complete, and it's likely you won't pass 
them in the minimum time required. 

The most fun you'll have in this game is switching into Camera Mode, where 
you can go on a ride-along or take an aerial tour of your city. The graphics are 
in blocky, basic 3D and there's a brief loading period, but seeing the (simulated) 
fruits of your labor by taking an early morning ride into the countryside is very 
satisfying. 

If you're a fan of classic sim games like SimCity or Civilization and are 
looking for something in a similar vein, you'll find a lot to like about this game - 
but it does have its frustrating points and can get tedious at times. Play it on a 
long train ride. - REBECCA 
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The Leak Was Real 


SUPER SMASH BROS. FOR Wi 
& NINTENDO 3DS: SECOND WAVE DLC 


WITH THIS SECOND wave of Super Smash 
Bros. DLC, Nintendo's gone absolutely nuts - 
it's almost too much to handle. New outfits 
have joined the fray, as have three brand-new 
characters, changing up the meta-game con- 
siderably. 

Let's start with the most straightforward 
new arrivals, the Mii Fighter costumes. Adding 
a bit of Tekken, Splatoon, Animal Crossing and 
Mega Man flavor into the mix, the new 
costumes represent a variety of franchises, 
one of which is brand-new. 

| have to say though, once again the 
costumes are giving me mixed emotions. I'm 
not really a fan of the bizzare Isabelle hat and 
outfit that makes it look like you're wearing 
her skin, and outside of the neat, intentionally 
low-poly Akira costume, I'm not digging the 
Virtua Fighter and Tekken additions either. 
One thing I do love, however, is the addition of 
Zero and MegaMan.EXE, but again, | wish 
these could be proper skins for Mega Man, 
who is much more fun to play with than the 
Mii Fighters. 

As a Ness player at heart since the first 
game back in 1999, | have to admit | never 
really saw the fascination with Lucas, outside 
of the fact that my go-to was nerfed consider- 
ably in Brawl, making Lucas a more competi- 
tive option. The Mother 3 star is back and still 
very viable, with alternate costumes that 
hearken back to his heritage (which sadly still 
has not been released in the States). Lucas’ 
moveset feels more substantial this time 
around too, as his absorption ability is 
stronger and his hitboxes have increased as a 
general rule. Nintendo did a great job at 
making him more unique in comparison to his 
predecessor, but it's not quite enough to get 
me excited to play him more often. 

Ryu, however, came out of nowhere (if you 
ignored all the leaks, that is), and somehow, 
someway, fits into this crazy roster. While I 
generally think that Roy will bring more to the 
game over time (more on that in a second), 
Ryu is easily one of the most unique charac- 
ters in the entire roster now. He has many 
more attacks at his disposal since he draws 
from his source material, allowing for light 
and heavy attacks with quick taps and long 
button presses. Ryu's Focus Attack mechanic is 
particularly intriguing, as he has super armor 


PUBLISHER: NINTENDO 


ШЕЙ DEVELOPERS: BANDAI NAMCO & SORA LTD. 


32 ISSUE #16: WARNING! CONSTRUCTION ZONE 


during its execution, resisting knockback. 

What’s crazy is that you can trigger his 
special moves by using Street Fighter button 
combinations - a really nice touch that shows 
that Ryu isn’t just a cash-grab, but a passion 
project. Ryu's deal is sweetened by the fact 
that he comes bundled with the Suzaku Castle 
stage, modeled after his home arena from 
Street Fighter II. It’s not the flashiest map on 
the block, but it brings some much-needed 
simplicity to the proceedings, and it's great for 
classic one-on-one matches. 

You should always save the best for last, 
and in this case, Roy is the shining star of this 
DLC drop. | really didn't have a lot of hope for 
our boy, to be honest. | was always a Marth 
guy in Melee, preferring his slick white suit 
and sleek moves over Roy's garish approach. 
But with the new Smash, Roy has really come 
into his own. 

In terms of pure style, Roy holds his sword 
backward, and has a ton of brand new anima- 
tions for his attacks, drastically changing up 
the way he's played in general. He's a close- 
combat-oriented character, unlike Marth, and 
moreso than Lucina, the brunt of his damage 
is done with his sword's hilt, so you'll want to 
play aggressively. This won't be hard to do in 
the slightest, as Roy is now speedier, giving 
him a distinctly different feel from the rest of 
the Fire Emblem cast. In fact, right up there 
with Robin, I'd say the new Roy is probably the 
best Fire Emblem addition to date. He also 
comes equipped with his signature "Roy's our 
boy" chant, which is the icing on top. 

| really like Lucina as a fighter, 
but Roy eclipses her necessity 
on the roster in almost 
every way, putting her in 
an odd situation: drop- 
ping her viability when 
Marth was already 
favored. It's an odd choice, 
but Roy still comes out on top, 
and he's the one Nintendo decided “э 
to charge money for. 

Finally, this supersized DLC rollout 
also includes the classic Dream Land stage ч 
from the N64 version, which is as fun as ever. 14 ķ 

All in all, I'd recommend getting Roy Р 
if you're a hardcore fan of the series, and Ryu ў 
if you want the most bang for your buck. I'm 
kind of torn on Lucas, and probably wouldn't 
have sprung for him at full price if he wasn't 
part of the bundle. - CHRIS 
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26 Years Later... 


EARTHBOUND BEGINNINGS 


IT'S A NEW record! EarthBound Beginnings 
appears to be a straight, unaltered ROM dump 
of the officially translated version of Mother 
that's reportedly been sitting around the 
offices of Nintendo of America since 1989. It's 
long been known as "EarthBound Zero" to 
fans, having been passed around the online 
fandom and played unofficially on emulators 
for years - but now it's finally been released, 
legitimately, claiming the record for longest 
localization process in the history of video 
games, clocking in at a whopping 26-year wait. 

There are probably a lot of reasons for that, 
not the least of which is the fact that Earth- 
Bound Beginnings is a very strange, poten- 
tially alienating game. Fittingly enough, it 
feels like a sketch of the game that the SNES 
EarthBound would later become. It's similar to 
the relationship between Metroid and Super 
Metroid: The latter refines and polishes just 
about every aspect of the former, but in doing 
50, it inadvertently cages some of its wildness. 
The same is true for EarthBound Beginnings. 
It's paced in a way that can be downright 
unfriendly to the player, while providing an 
experience that feels more organic and 
unscripted than EarthBound or Mother 3. 

When you first begin in Beginnings, you're 
attacked by a lamp. It's not a funny, cartoon 
lamp either. It's just a regular, ordinary house 
lamp. This specific attack isn't ever fully 
explained, which speaks to a theme that's 

present to some degree in every Mother/ 
EarthBound title: "The little things in 
your world may be more strange and 
more magical than you know." 

After beating your lamp into submission 
and helping your family fight off a variety of 
other suddenly violent, previously inanimate 
objects, it's off to the basement to discover 
some strange, prophetic writings from your 
grandfather. After that, you're out the door to 
fight off random bugs, dogs and repeated 
encounters with an irate farmer named Wally, 
all in an effort to make your way to the first 
town. There you'll find a lazy mayor who sits 
idly by as zombies terrify the local citizens... 
and the paranormal intensity ramps up from 
there, as you discover hidden truths about the 
world, both charming and unsettling. 

Like in EarthBound, your overall goal is to 
collect a series of ordinary sounds that, when 
later combined, will aid in stopping an 
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unspeakable evil from destroying all of 
creation. Unlike in EarthBound, you may not 
have a clue about any of that for a while. In 
fact, you may end up playing for many hours 
without ever discovering what your overarch- 
ing goal is, thanks to the largely nonlinear, 
open design of your quest. After clearing a few 
objectives and opening up the local train 
station, almost anything goes. You may end up 
wandering a huge factory aimlessly - with no 
potential to progress the story forward - or 
accidentally skip over a magical area that's 
mandatory for anyone looking to understand 
what the game is about. On the other hand, if 
you're lucky and tenacious, you may end up 
accidentally recruiting a new character for 
your party who you weren't necessarily 
"supposed" to meet yet, or unintentionally 
grinding to the point of becoming over- 
powered as you search for the next relevant 
area in the game's world. 

That ability to tolerate grinding will 
probably make or break your relationship with 
EarthBound Beginnings. Can you manage to 
put up with engaging in a random battle every 
10-20 seconds as you traverse a game's over- 
world? That's the most important question to 
ask yourself before you commit to purchasing 
EarthBound Beginnings, so make sure to 
answer honestly. Also keep in mind that there 
is an option to select auto-battle in combat, 
which, combined with Off-TV Play, will allow 
most of you to watch TV or otherwise focus 
your attention elsewhere as you slog through 
one turn-based encounter after another. 
Restore Points also do a lot to help the game 
be less of a drag, as dying is common and 
often frustrating, as it might force you to back- 
track through tens of minutes of old territory. 
Thankfully, you don't lose any items or experi- 
ence points when you die, so your time is 
never truly spent in vain. 

Yet with all these frustrations, I still really 
enjoyed EarthBound Beginnings. Seeing some 
familiar ideas that were later fleshed out in 
subsequent sequels and hearing the first itera- 
tions of beloved theme songs that many will 
know from EarthBound and/or the Smash 
Bros. series will be a real treat for those who 
already love those games. As a diehard fan of 
everything EarthBound, | was happy to slog 
through the somewhat aimless and grind- 
heavy parts of the game - though if you're 
new to this strange series, or '80s-era JRPGs in 
general, stepping 26 years into the past may 
not be the best place to start. - JONATHAN 
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COMIC BREAK 


the sitcom starring a final boss and an 
obnoxious '8üs video game mascot 


Hello there. 


I'm the Localization Coyote? 
My job is to spread Eames to 
other countries by translating 
them into other languages.” 


bó ССК 


Mow that your castle? 5 been 
dezstrowved. do упы Ih ave any words 
for the international, audience? 


Аоф UKEP Ш>» Кис ef... 

と か し 決し て 無く な っ た と いう 意味 で は な い 。 

BE LS Dd VV bh>5 әс IMBNH э HRT 

私 の 屋 和 は 、、 た か が ちの 建物 か ら そ れ 以 上 の 存在 に 進化 し た の だ 。 

我ら は お 』 い を や っ つ は ひる 意思 を 持ち 、、 ぶ つか りあ っ た 。 

xo ll. XO クライ. マッ クス OE は 死ぬ べき 運命 を さか らい 、 

神 的 な 存在 に な っ た の だ 還 軒 ј 

その ほう が 正しい 生き 方 で は な いか る? 

花 は や が て 死ぬ 。 .。 そ れ で も 生き て いく 5 
9 за IED z U cC HE TINS lA FES (HOF ~ so 

res < VEU HMB ЕЈ MME. 

死に 向かい な が ら 火 生 と 言う 2 道 を 歩き 

美 じ く 生 ほてい か な けれ ば 意味 は な い 8 


皮肉 な 事 だ 。 

半 い の 前 、 私 は お 前 の 息の根 を 止め ぬ と 一 生 沙 ち 着 か ぬ と 思い こん で いた 。 
し か し 、 お 前 が 私 の 直 を マグ マ に 置 め た 今 言 私 と お 前 は 同様 だ と 分 か っ た 5 
城 が 神 と な っ た よう に 、 私 達 は 伝説 に か っ た の だ 。 

そう 呼ば れる は 少な い だ ろ う 。 


伝説 と し て 生き る の は 『 心 を な だ め る 時 し い 人 生 だ 。 
それ が 、 私 達 の 運命 。 
х SIREN ШТ, Хит ко. 仲間 よ 。 


ОН НО 


CASTLE FALL OOWH ! 


Uh, that’s 
pretty long for a 
gane in En glish... 
ТИ um... I'll see 
what I can do... 


BY LINDSEY LAYNE KING 
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GETTING OUT OF INKOPOLIS 


AS THIS TRICK’S accomplished through an unintended glitch, be warned 
that it could be patched out at any time - but it was still working as we went 
to press with this issue. It’s also frustratingly hard to pull off! But if you do, 
it’s very cool to break through the boundaries and walk around outside. 

All you need to do is wait until a couple of Inklings appear in your plaza in 
the spot seen below. Run up to the one on the left and transform into Squid 
form mid-jump, angling for the space between the Inkling’s back and the wall. 
With precise timing and positioning, you'll pass through! You'll then be able 
to explore the out-of-bounds area surrounding Inkopolis Plaza . . . until you 
fall into a void of white nothingness and respawn back in the middle of town. 


— 
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How TO MACGYVER SOME 
SECRET MOTION CONTROLS 


WHEN PLAYING SPLATOON’S one-on-one Battle Dojo local multiplayer 
mode, secondary players may have found themselves at a disadvantage 
without the fine targeting afforded by the Wii U GamePad's motion control. 
Thankfully, an equalizing solution is hidden in the game, which lets players 
gain gyroscope-like controls via a Wii Remote Plus or standard Wii Remote 
with a MotionPlus Adapter plugged in. The method works with the Wii Classic 
Controller, Classic Controller Pro and Wii U Pro Controller. 

First, you'll need to figure out how to attach the Wii Remote to the back of 
your controller. Nintendo never did get around to releasing a clip to hook 
onto the Classic Controller, but you can MacGyver together a solution with 
shoelaces or rubber bands. 

Once you've got that figured out, the rest is easy. On the Battle Dojo con- 
troller selection screen, hold Down and B on the Control Pad, then press ZL 
and ZR. (If you're using the Wii U Pro Controller, you'll also need to hit a 
button on the Wii Remote to turn it on). Once the match starts, Player 2 will 
be able to move the camera around by tilting the controller, just as if you 
were wielding a GamePad! 

If both you and your chosen opponent are motion control aficionados, 
congratulations - your Inklings will now be able to battle on more equal 
footing. 
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| PLAYED THIS GAME AS A CHILD AND WAS 
NEVER ABLE TO PROGRESS, AS | GOT STUCK/ 
LOST VERY EARLY ON. MAYBE YOU COULD DO A 


WALKTHROUGH OF THE BEGINNING OF THE GAME? 
SUBMITTED BY WILLIAM FERGUSON 


| ALSO EXPERIENCED Metroid II as a child, and | have to say, it’s one of the 
scariest games I’ve ever played on a portable device. Most people don't think of 
"survival horror" and Metroid in the same sentence, but it absolutely applies to this 
iteration, especially if you're playing in the dark with one of those dim Game Boy 
lights! 

One of the hardest things about Metroid II is figuring out where you are at any 
given time. It's particularly tough because of the system's monochrome visuals, and 
because pretty much every area looks the same. To combat that, you'll want to 
make a mental note of the direction you're going at all times, and sort of remember 
whether or not left, up, right or down is "forward" or "backward" in relation to 
where you were before. 

Another way to tell where you are is in regards to the type of Metroids you're 
fighting. The order is Alpha, Gamma, Zeta, Omega and standard. The first one looks 
like a tiny bug, the next is a bigger bug, the Zeta looks like a small alien with feet, 
the Omega is twice as big as the Zeta and the standard looks like a classic 
"Metroid." If you start seeing new foes, you're on the right track, and once you 
locate the Queen at the end, you're home free! 

After landing on the planet, you'll want to immediately head right until you can 
blast down. Use the Morph Ball to roll under, then head left when possible to find 
the first Alpha. From there, head dead right until you enter the next area, which is 
filled with Alphas to fight. Think of this starting portion of the game as the "top 
right" of the overall map, heading down and left whenever possible to reach new 
areas. Good luck! Try not to play in the dark! 


HOW DO YOU MAKE THE BEST TEAM 
TRE EMBLEM. FOR STREETPASS BATTLES? DOES IT 


Awakening 


HAVE TO BE ALL CHILDREN? 


SUBMITTED BY WILLIAM FERGUSON 


Equip Skills A OK B Back 


THAT'S A REALLY good question - I had to 
bust out my copy of Fire Emblem: Awakening 
to really get to the bottom of this one. Let's 
start with the basic bits - teams consist of 
ten members, including the "avatar," who is 
also called "Robin" in the Super Smash Bros. 
series. 

If you're serious about StreetPass 
battling, you'll want to unlock the Dread 
Fighter and Bride classes first, so you can 
have more options for your arsenal. The 
former is earned by completing the DLC 
"Lost Bloodlines 2," and the latter is 
unlocked by finishing the "Smash Brethren 
2" DLC - they are male-only and female-only 
classes, respectively. 

The most commonly accepted skills to 
equip your team with are Miracle and 
Counter, which automatically assist the А.І. 
moreso than a lot of other abilities. The 
reason for this is that Counter will instantly 
trigger when attacked on an adjacent space, 
and Miracle will save a unit from death, 


based on your luck. Counter inherently 
orces the other player to play it safe and 
avoid close-combat situations if at all 
possible, so it changes their entire strategy 
and increases your potential for survival. The 
problem with StreetPass teams is that you're 
at the mercy of the A.I., so you want to build 
hem evenly to allow for every possible 
choice they may make. 

Your team doesn't have to be all children, 
but to remain competitive, you should aim 
or that goal. There are 13 children in all, 
each of whom can be recruited after certain 
marriages take place and you complete the 
appropriate Paralogue (sidequest) after 
Chapter 13. The lowest skill on the list for 
each parent will be inherited by their off- 
spring, so make sure you choose correctly 
and switch up your equipped abilities before 
pulling the trigger. (What | mean by that is 
you can do anything you want before the 
Paralogue starts, and nothing will be set in 
stone for that child.) 
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Killing Edge 30 
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Bl Thoron 25 


Rey 
A Olivia 


36 ISSUE £16: WARNING! CONSTRUCTION ZONE 


WHATS THE EASIEST ORDER TO GO IN FOR 
BEATING THE BOSSES? AND WHATS THE 
BEST WAY TO USE THE MEGA ARM? 


SUBMITTED BY SAM K. 


БА MAN V 


PM GLAD THAT you decided to ask about the Game 
Boy's Mega Man V, as that game doesn't get nearly as 
much love as it deserves! 

Being one of the Game Boy Mega Man games, the 
eight bosses are split into two sets of four. For the 
first group of four Stardroids, starting with Neptune is 
ideal — and from there, you can move on to Mars, then 
Venus, then Mercury. For the next set, use Venus' 
Photon Missile on the mid-boss, then move to Jupiter, 
Saturn, Pluto and uranus, in that order. 

Some people prefer to start with Mercury, but you 
should try both him and Neptune to see which best 
fits your personal style. Just remember that 
Neptune's main weakness is Spark Chaser, which you 


don't get from Terra until the game is nearly over. The 
same goes for Mercury, who has a weakness for the 
Black Hole ability, which can't be obtained until the 
second set of bosses. 

As for the Mega Arm, you'll definitely want to grab 
the MH upgrade, so you can grab items from far away. 
It really comes in handy when you don't want to make 
a tricky jump over a pit, and it will save you a lot of 
time. If you're really having a lot of trouble on a level, 
you'll automatically get a speed boost for the Mega 
Arm after dying four times in a row. Mercury and 
Neptune also have a weakness for the Mega Arm, in 
addition to Salt Water and the Photon Missile, respec- 
tively. It's a pretty versatile weapon! 


WHATS THE BEST STRATEGY FOR 
BEATING BOWSER IN THE 
BOWSER PARTY MODE? 


SUBMITTED BY SAM K. 


THE EASIEST WAY to beat Bowser is to be 
constantly tenacious and willing to take 
risks. Bowser will often get extra rolls, but 
he's still at the mercy of the party most of 
the time, and if you can get an early lead, 
you can say "so long" to the Koopa King. 

One of the ways to control this is to con- 
stantly use your movement dice without 
being stingy. If you have one, use it! That way 
you can put some space between you and 
the big bad to prevent any needless loss of 
hearts from extra minigames. The same goes 
for bonus spaces, as you should try to move 
around to sides of the board that have more 
movement-oriented spots rather than other 
rewards. 

Having said that, always think about the 
implications of rolling. Other than playing on 
the very last board, you don't want to indi- 
vidually roll a 1-6 between every party 
member, otherwise you'll buff Bowser. Try to 
use your special dice to manipulate the rolls 
to prevent certain digits from being chosen, 
but also keep in mind that this mechanic 
goes away when you're past the halfway 
point, so getting farther down the board is 
always priority one. 

If Bowser does catch up, make sure you 
communicate with your team and help them 
understand the minigames. All the Bowser 
player needs to do is thwart everyone with 
one simple action - the entire party will 
need to work together. It's in the Bowser 


player's best interest to go after people who 
have a lower heart count, so try to protect 
them from harm whenever possible. A 
smaller team is much easier for Bowser to 
deal with, and picking off teammates one by 
one is an ideal strategy for the villain to use 
to set up being able to move in for a reward- 
ing kill later on. 

Some tips for individual games include 
splitting up for Bowser's Roulette Rage and 
staying in different quadrants for Bowser's 
Fire Fury and Hammer Slammer. Bogus 
Bingo is probably the hardest to win, as it's 
entirely up to luck. Having said that, you 
want to avoid Bingo by picking the "safest" 
card with the largest numbers of characters 
on it. Since there are only a few "good" 
cards to go around, consider giving the 
player with the least amount of hearts 
the one with the most diversity. All 
of the games are relatively the 
same, and having each teammate 
be aware of the entire board will be 
key to beating Bowser. 

When in doubt, you can always ask 
another player for advice on a game to 
be able to divine the best possible strategy. 


4 


ALL-NEW 
POWER-UPS! 


You'd think that taking nearly 
every existing element from four 
different eras of Mario adventures 
and tossing them all together 
would be enough, but Nintendo's 
designers have gone another step 
further by including a few all-new 
items that didn't exist years ago. 
The most prominent one we've 
seen so far is the Shell Helmet, 
which comes in two varieties: 
Spiny and Buzzy Beetle. When 
Mario dons one of these vacated 
carapaces as a hat, he instantly 
gains a resistance to damage 
from enemies attacking from 
above - so, for example, you 
could design a level full of falling 
Thwomps and place a convenient 
Shell Helmet nearby for players to 
wear to be able to run through 
the gauntlet unscathed. Also new? 
The tall and skinny Luigi 
Mushroom, which will give Mario 
a thinner physique like his 
brother's and also equip him with 
Luigi's higher jumps and more 
slippery traction. 
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SUPER MARIO MAKER 


The ultimate source of user-created chaos is nearly upon us! 


MANY OF US have dreamed about 
creating our own Mario levels, and 
some go-getters have even realized that 
dream through making PC mods or by 
hacking the code of the original games. 
While Super Mario Maker transforms 
that unofficial creation community into 
an official reality, it's not simply the 
basic level designer it once was. It's 
bigger. It's better. 

When | first saw this game in person 
at E3 2014, I thought for sure it would 
be a downloadable title with just a few 
features -а nice distraction. Nintendo's 
since spent a year on making it a full- 
fledged retail release with all the extras 
they could possibly cram into it. After 
all, the 3Oth anniversary of Super Mario 
Bros. is coming up later this year! 

The first real look we got at the final 
title this year was at the Nintendo World 
Championships 2015 event in Los 
Angeles, two days before E3. Members 
of the Nintendo Treehouse team had 
made some deviously challenging levels 
for John Numbers and Cosmo Wright to 
tackle. Four in total, presented chrono- 
logically style-wise, each more insane 
than the last. (Each of the four will be 
available to play at home, along with 
dozens more on the disc. Good luck!) 
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So how easy is it to build a level? 
Easier than you may think to start, but 
designing a level that users will love will 
take some tinkering. First, you'll choose 
a game style from four options - the 
original Super Mario Bros., Super Mario 
Bros. 3, Super Mario World or New 
Super Mario Bros. U - though this can 
later be changed at any time during 
creation. It's better to design with one 
game style in mind though, as Mario's 
movesets are style-specific. (He can't 
hold a shell or do wall jumps in the old 
Super Mario Bros., for example.) 

Next, a level style must be chosen, 
with your options including Overworld, 
Underground, Underwater, Ghost 
House, Airship or Castle levels. Then 
you create a starting point and an 
ending point, followed by the beginning 
of the real creativity. Will you be kind? 
Or devilish? Or just kind of devilish? 

The framework of the designer is 
essentially a massively improved Mario 
Paint, complete with a return of the 
Undodog and Save & Load Robot. A 
dropdown menu houses all elements 
available to designers, and then 
dragging them into the toolbar allows 
for quick selection. Grabbing things with 
the stylus, or simply drawing land, can 


make a level from scratch in minutes. 
Placing things in bricks, Lakitus or even 
Bill Blasters is just a drag-and-drop 
affair. "Shaking" enemies being held by 
the stylus can change their attributes, 
like making Circling Boo Buddies and 
Venus Fire Traps out of regular Boos 
and Piranha Plants, respectively. 

Adding level portions that exist 
inside pipes is easy and intuitive as well 
- just add Mario to the pipe and a new 
area is created! Then add an exit and 
you're back in business in your main 
level area. 

Truly, Super Mario Maker's potential 
for creativity is vast - but there are 
limits. Some power-ups are game- 
specific, like the Cape Feather being 
locked to Super Mario World or the 
Propeller Suit being only usable in New 
Super Mario Bros. U-styled levels. Yoshi 
is only available in those last two as 
well, but he can now appear in Ghost 
Houses, Airships and Castles too. 
Kuribo's Shoe - and Stilletto - are the 
opposite of Yoshi: only available in the 
older Super Mario Bros. and Super 
Mario Bros. 3. styles. 

The game is introducing some 
all-new elements as well, like new 
power-ups (see the sidebar for more). 


When you've completed a level and 
want to upload it for the world to play, 
it's required that you first play 
through and finish it first yourself - to 
prove that it can be beaten. Nintendo's 
also said they won't necessarily screen 
content, but you can only add ten 
levels to start. Once your levels are 
played and liked by the online commu- 
nity, you'll then gain the ability to 
upload more. This dynamic will 
encourage strong design, and the 
search filters will bring up the best of 
the best. 

The filters can also bring up the 
newest, the most popular from the 
last week, or the last month, or more. 
Anyone can download a level and alter 
it, but it can't be re-uploaded, so only 
the original designer gets credit. You 
can follow and get updates from your 
favorite designers as well. Nintendo 
really wants people to be proud of 
their creations! 

Each online level will have a 
completion percentage on it, and it 
will also show a red "X" on the screen 
where others playing the level have 
failed. Frustration in numbers? It does 
help in editing designs if too many 
players are having particular trouble 
with one specific area or enemy. 

If that isn't enough content to keep 
you busy, you're crazy, but Nintendo 
threw in another mode anyway. The 
"100 Mario Challenge" creates a ran- 
domized world in which 100 Marios 
set off to brave the dangers set before 
them. User-created levels of varying 
difficulty are presented, and Mario will 


save Peach if he completes the epic 
quest. While 100 Marios may seem like 
plenty, if you've perused the trailers 
you can easily see how quick depleting 
a cache of lives can be. This presents 
the possibly overwhelming wealth of 
content in a more traditional setting, 
and we all know that Nintendo is all 
about accessibility. 

Included with the physical version 
of the game is a 100-page booklet of 
examples and inspirations meant to 
aid budding designers in creating 
levels that are exciting to play, while 
also explaining all of the wild combi- 
nations the game offers - like 
Goombas riding winged Wigglers 
riding Clown Copters, or mega-sized 
Chain Chomps on rails guarding Fire 
Flowers. 

Though Nintendo's embracing the 
sharing of gameplay videos on 
YouTube through Super Smash Bros., 
Super Mario Maker won't support the 
same kind of replay uploads - they'd 
rather you experience the insanity of 
these ridiculous levels directly instead 
of just watching other players uncover 
their secrets online. (Though consider- 
ing that viral videos of custom-made/ 
hacked Super Mario World levels is 
where this project got its start, we're 
sure that there will still be a robust 
video community to emerge even 
without a direct upload feature.) 

This September - referencing when 
the original game came out in Japan 
three decades ago - we'll all be able 
to truly experience what it is to design 
a Mario game. - BRETT 


SCAN THOSE AMIIBO 


Do you have an embarrassingly large collection of amiibo figures? 
You're in luck, because Super Mario Maker will work with them all. 
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CLOSET FULL OF COSTUMES 


Almost all, at least. From the looks of things, all previously released 
amiibo (and several yet to be released) will be able to be used to 
trigger unique 8-bit costumes for Mario. Link, Wii Fit Trainer, Isabelle 
... they can all be summoned with the new "Mystery Mushroom" and 
then become playable (until you take a hit, which reverts you to Mario). 


A RETRO FEVER DREAM 


If the idea of bouncing through the Mushroom Kingdom as Marth, Little 
Mac or Captain Olimar wasn’t weird enough, the special, blocky, 8-bit 
30th Anniversary Mario amiibo (seen below) will activate an even 
odder effect - it'll let you place a special Big Mushroom in your levels 
that will supersize Mario, add an '80s-era visual filter to the graphics 
and put mustaches and hats on your enemies. Truly bizarre. 


MARIO BROS. ш 


STAR FOX 


ZERO 


Transformed! 


ITS NAME MAY suggest a prequel, 
but Star Fox Zero is actually another 
alternate version of the Star Fox 
universe which will live alongside 
other versions introduced in the SNES 
original and Star Fox 64 reboot. 
Creator Shigeru Miyamoto wanted to 
include the kanji character for "zero" 
in the logo - highlighting the series’ 
original Japanese inspirations — but 
also incorporated a round О stylized 
as a fox tail. Thus, Star Fox Zero. 

As areimagining, the game starts 
off in familiar Star Fox 64 territory 
with Corneria under attack and 
General Pepper calling for aid. The 
first level begins with Team Star Fox 
arriving outside the city, though the 
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designs aren't identical to 1997's 
game. Within a few minutes, Star Fox 
Zero becomes its own beast, introduc- 
ing all-new mixed environments. 

Though developed in conjunction 
with Platinum Games, the influences 
of Star Fox 64 are highly evident. The 
graphics are in line with what you 
might expect from an up-rezzed Star 
Fox 64 3D. Members of Star Fox and 
the rival Star Wolf team return, and 
though the situations aren't always 
the same, the voice actors from the 
N64 classic are back, so expect plenty 
of campy lines to be uttered. 

The primary difference with Zero is 
its control scheme, which proved 
divisive at E3. Rather than linked 
Arwing flying and shooting directions, 
controls are now independent. The 
Control Stick controls Arwing position- 
ing, while aiming is performed by 
tilting the Wii U GamePad - veterans 
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of Splatoon will know what to expect. 
Targeting and firing are controlled 
with the shoulder buttons, while the 
face buttons and right stick provide an 
array of vehicle controls. A third- 
person view occupies the TV, while the 
GamePad features a cockpit view. With 
the piloting and gunman roles sepa- 
rated (though charged shots will still 
home in on their targets once they're 
marked), you will need to integrate 
the two views, and the game provides 
many opportunities where focusing on 
one or the other enables success. It's a 
balancing act that different individuals 
will pick up with different levels of 
intuition, and many E3 players found 
themselves frequently pressing the 
left stick to recalibrate targeting. 

Fox and crew command an array of 
transformable vehicles, through which 
gameplay is transitioned from one 
objective to the next in a seamless 
fashion. The standard Arwing can now 
transform into a chicken-like Walker 
that travels along the ground, but can 
also hover. (Veteran fans may recog- 
nize this transformation from the can- 


celled Star Fox 2, and some areas 
where the Walker is utilized are 
inspired by the ill-fated SNES game.) 
The Landmaster Tank returns, but can 
now transform into a jet, as well as 
lock on to multiple targets with its 
missiles. Finally, a new Gyrowing 
drone/helicopter makes it debut, and 
it can transform into a tethered data 
node attached to а R.O.B.-like robot 
called Direct-i. (Get it? "Direct Eye.") 
You'll call upon it to scout out tight 
places and perform actions like hitting 
otherwise-inaccessible switches. 
These puzzle sequences have slower 
pacing, and it's unclear how heavily 
they'll factor into the game overall - 
but the robot buddy does highlight use 
of the dual screens well. 

Zero features a mix of on-rails and 
all-range mode combat scenarios, as 
well as integrated action/adventure 
segments that might be more 
expected from a Zelda game. Missions 
occupy familiar planetary environ- 
ments such as Zoness and Titania, as 
well as the deep space-based Sector 
Alpha and Area 3. We don't yet know 
how they’re all connected, but several 
branching scenarios are possible. 

Nintendo’s "Star" of E3 aims to 
prove out an experience that can only 
be done with the GamePad, combining 
enhanced, yet familiar space-based 
cinematics with a precision dogfight- 
ing experience. -AARON 


THE LEGEND OF ZELDA: 
TRI FORCE HEROES 


Four Swords (minus one). 


AT THIS POINT, it's safe to say The 
Legend of Zelda: Four Swords has 
become its own spin-off series. What 
began as a bonus multiplayer mode 
tagged onto 2002's GBA port of A Link 
to the Past has grown into a full-blown 


multiplayer adventure saga all its own, 


mixing cooperation and competition 
into the Zelda formula to create a 
wholly distinct experience. 

Tri Force Heroes, the next Legend 
of Zelda game for the 3DS, carries on 
the legacy of the Four Swords titles — 
but it also sets itself apart from its 
predecessors in a few important ways. 
The most notable is in the number of 
players it supports; unlike Four 
Swords, which allowed up to four 
friends - each commanding a Link 
wearing a different color - to adven- 
ture together, Tri Force Heroes only 
supports three. (The game also allows 
solo players to control all three Links 
at once and play through the entire 
adventure by themselves.) 

The lack of a fourth player might 
seem like a step back from previous 
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games, but it's a direct result of one of 
Tri Force Heroes' most distinctive 
features: the Totem mechanic. As its 
name implies, players can stack on top 
of each other in this game by hoisting 
one another into the air, allowing their 
teammates to reach previously inac- 
cessible switches and platforms. 
According to director Hiromasa 
Shikata, four Links would have made 
the stacks too tall and unwieldy, so the 
number of players was reduced for 
this adventure. 

Given how vital this mechanic is to 
the gameplay, Tri Force Heroes places 
a much greater emphasis on coopera- 
tion than past titles. Four Swords also 
featured plenty of cooperative 
elements, but by and large those 
games were competitive experiences — 
players were ranked individually 
based on their Rupee tallies, encour- 
aging you to sabotage your friends to 
earn the best score. This time around, 
your success hinges on how well 
you work alongside your 
teammates. This is 
reinforced by the 
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fact that all three players now share 
the same health meter. You can still 
toss your fellow Links into a chasm or 
blow them up with bombs if you're 
feeling mischievous, but doing so will 
only harm the entire team. 

In fact, each of the dungeons in the 
game is structured around cooperat- 
ing with your teammates, and they're 
littered with puzzles that can only be 
overcome by working as a unit. Only a 
small handful of them were on display 
on the E3 show floor, but each demon- 
strated the need to work together in 
clever ways. In one dungeon, players 
were required to cross a chasm in 
order to hit a switch and move 
forward through the level. The gap 
was too wide to simply throw one of 
your teammates over; the only way to 
cross was for the player equipped with 


the Gust Jar to launch another player 
over the chasm and strike the switch. 
Another dungeon culminated in a fight 
against a gigantic Buzzblob. After each 
hit, the gelatinous boss would grow in 
size, requiring players to stack on top 
of each other to reach its weak point. 
These kinds of cooperative puzzles 
lend a unique flavor to Tri Force 
Heroes' gameplay and help further set 
it apart from previous Zelda titles. 

Tri Force Heroes also emphasizes 
customization - at the start of every 
level, players can outfit their Link with 
a different costume, each of which 
bestows a different ability, altering the 
way you tackle puzzles. One costume, 
for example, allows Link to fire three 
arrows instead of one; another 
increases the blast radius of your 
bombs. The variety in outfits looks 
impressive, adding yet another layer 
of strategy to the gameplay. 

With inventive new mechanics and 
both online and local multiplayer 
modes, Four Swords (minus one) is 
looking better than ever. Zelda fans 

have plenty to look forward to 

when the game launches this 
Fall! - KEVIN K. 


SKYLANDERS SUPERCHARGERS 


ANOTHER YEAR, ANOTHER 
Skylanders title. While it may seem 
overwhelming each year to collect a 
new set of figures and invest in titles 
such as this, publisher Activision and 
developer Vicarious Visions always 
give a solid reason to explore each 
new sequel. 

This year, the titular fighters gain 
access to vehicles. Giant souped-up 
hot rods, blinged-out submarines, 
battle-ready planes and more take to 
Skylands to once again defeat the evil 
Kaos. While this addition will certainly 
add a lot of new and interesting 
gameplay, there was one announce- 
ment regarding the title that may 
make the Nintendo versions far more 
exciting than those on competing com- 
panies' systems, and that's the 
addition of Turbo Charge Donkey Kong 
and Hammer Slam Bowser. 
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Apparently, Kaos' new doomsday 
device is also threatening DK's jungle 
and the Mushroom Kingdom, so the 
two powerhouses take to the skies and 
join forces to help save their homes. 

It's apparent that DK and Bowser 
are not just tacked-on cash-grabs, but 
lovingly added characters that play 
into Nintendo nostalgia and reference 
their history. DK tosses barrels, calls 
Diddy Kong in to fire peanuts from his 
Rocketbarrel and even plays bongos to 
attack, while Bowser breathes fire, 
commands Koopa Troopas and trans- 
forms into the all-new "Magma 
Bowser" to totally scorch his foes. 

Both characters, despite their long 
histories, look and feel like they fit 
right in with the motley crew of 
Skylanders. This was obvious to me 
immediately in the demo at E3, in 
which | traversed the misty Cloud 
Kingdom. Beating up baddies felt 
fresh, and the puzzles were easy at 
first, but grew in complexity just as in 
prior titles. The driving portion of the 
level was like an obstacle course, but 
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there was also an area where | needed 
to grab keys while performing tricks. 
Then | explored the flying portion of 
the demo, with Bowser firing Bullet 
Bills at a plethora of oncoming 
targets. The action was intense and 
gratifying in each area, and the varied 
gameplay was fun and excitingly 
unpredictable. 

Each of the 20 new characters will 
have one vehicle they can "super- 
charge." The vehicle looks the same 
for all characters except for this 
Supercharger, which then transforms 
the vehicle into a more powerful one, 
adding abilities and enhancing driving. 
For example, Bowser's Clown Cruiser 
plane turns into his iconic airship with 
more firepower and specials. Diddy 
Kong makes an appearance when DK 
supercharges his ride, popping out of 
the sidecar and adding to the artillery. 
The game can be completed with the 
Starter Pack characters, which include 
DK and his Barrel Blaster vehicle for 


the WIi U version, or Bowser and his 
Clown Cruiser for the 3DS and Wii 
packs. Bowser and DK will not be sold 
separately, unfortunately, meaning it 
will be pricey to own both of them. 

| have no doubt many collectors 
will still take the plunge and buy two 
Superchargers Starter Packs to get 
them both, though, as DK and Bowser 
also function as amiibo. With a little 
switch on the bottom to swap them 
from amiibo to Skylanders mode and 
vice versa, these two new figures will 
be the most versatile NFC toys yet — 
working with Super Smash Bros., 
Mario Party 10 and more in addition to 
this new Activision adventure. 

With the game's focus on vehicles, 
though, it's a bummer that the Starter 
Pack doesn't come with more vehicles 
- many players may end up skipping 
all of the flying and underwater areas 
as a result. Don't do it! Experience the 
full adventure by saving up to buy 
enough rides to go around! - BRETT 


ANIMAL CROSSING: 
AMIIBO FESTIVAL 


Party animals! 


THIS YEAR'S THEME for Nintendo at 
E3 was transformation: specifically, 
taking their familiar properties and 
expanding them in new and unex- 
pected directions. The Animal Crossing 
series was also a part of this theme, as 
Nintendo surprised us with the 
announcement of a new game: Animal 
Crossing: amiibo Festival for the Wii U. 
From what was shown at the show, 
amiibo Festival centers on a board 
game that's similar in style to the 
Mario Party series of multiplayer 
games, but with a heavy emphasis on 
the adorably charming aspects of the 
Animal Crossing series. The goal is to 
acquire as many Happy Points as you 
can while you travel throughout your 
town, earning as many Bells (the 
currency of the AC series) as you can 
while interacting with the many 
lovable denizens living there. Happy 
Points and Bells can be acquired in 
many different ways, from simply 
landing on spots on the game board to 
filling out a stamp card by visiting the 
four Lloids that are located in each 
corner of the map. Happy Points and 
Bells can also be lost depending on 
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what you encounter on the path you 
take, so there will need to be some 
strategy used in planning your travels. 

The board itself will have different 
versions representing different times 
of year - at E3, Nintendo showed off 
the Summer look — and each turn you 
take corresponds to one day passing 
on the calendar, with the game ending 
when the selected month runs out of 
days. You'll also see lots of familiar 
faces popping up throughout your 
gameplay sessions, including fortune- 
teller Katrina, elderly Mayor Tortimer, 
scout master Phineas and the world- 
traveling kitty, Katie. Some of these 
visitors can unexpectedly change the 
rules of the game in both good and 
bad ways, so keep an eye out for them 
when they appear! Longtime Animal 
Crossing fans will be happy to know 
that bug catching, fishing and turnip 
investing on the Stalk Market are all 
present and accounted for. 

Of course, amiibo play an intricate 
role in this game: In fact, you can't 
play the game without them! Luckily, 
there will be a bundle available that 
includes two Animal Crossing-themed 
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....It was a rainy weekend, which 


_ means a videogame tournament at 


_ home. We played a board-game _ 


videogame and had a lot of fun! 


amiibo so you can start right away. 
Others will be available, too: K.K. 
Slider, Isabelle, Tom Nook, Digby, 
Mabel, Reese, Cyrus and Lottie will all 
be ready for purchase by the game's 
release. The new AC amiibo cards will 
also be fully compatible, and can be 
used to invite new neighbors into the 
game for even more fun. Three amiibo 
cards will be included with the bundle, 
and 100 additional cards will also be 
available, sold in blind packs. 

Animal Crossing: Happy Home 


Designer for the 3DS will share func- 
tionality with amiibo Festival, too: 
Homes created there can be imported 
to become part of the boards here. 
We've still got a while to wait for 
Animal Crossing: amiibo Festival, but 
between now and the holidays we'll 
hopefully hear more about the yet-to- 
be-revealed aspects of the game. It's 
not just a board game, says Nintendo! 
But whatever it ends up including in 
addition to what we've already seen, 
it's sure to be loads of fun! - THOR 
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EXPERIENCE 


OK, WHO REMEMBERS Nintendo's Custom Robo series? We 
haven't seen a new sequel for that brand since 2007's Custom 
Robo Arena on the DS, so it seems like it may be shelved for good 
- but, luckily, the new LBX: Little Battlers eXperience seems like 
it's going to serve as a perfectly suitable spiritual successor. 

You may already be familiar with the LBX name and story 
thanks to its anime series, which has been localized as a Nicktoon 
and has been airing episodes in English for a while now. At its 
heart, it's cut from the same cloth as Pokémon, the upcoming 
Yo-kai Watch or Medabots - especially Medabots - as it chronicles 
the adventures of a young boy who gets partnered up with a little 
battling buddy, then travels the world battling others and their 
battling buddies. Is that a whole anime genre by now? I think so. 

In Little Battlers eXperience, the hero is the young Van 
Yamano, a boy who wants nothing more than to own his very own 
LBX robot so that he can participate in the bot-battling craze 
that's sweeping his world. Fate intervenes and he ends up coming 
into the possession of an incredibly customizable bot named 
Achilles, and the adventure is on from there! 

In the game, the extreme degree of customization is a highlight 
- there are literally thousands of different head, torso, leg and 
arm pieces to choose from in building your bot's body, and then a 
huge array of different weapons to equip it with as well. Swords, 
spears, guns held with one or two hands... you could spend 
hours just playing around with all the possibilities. 

After you've assembled the perfect fighter, you then take on 
rival bots in tiny cardboard arenas (that look huge from the per- 
spective of the little robots). The action is fast and filled with 
tension, and even moreso when multiple bots are fighting all at 
once! (Up to six at a time can join the same battle.) 

LBX will be hitting store shelves shortly after this issue gets 
into your hands. Don't miss it! It's Custom Robo reborn! - LUCAS 
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LBX: LITTLE BATTLERS 


CHIBI-ROBO! ZIP LASH 


DURING A JAPANESE Direct at the 
end of May, Nintendo shocked everybody 
by revealing a brand-new Chibi-Robo 
game. This latest sequel isn't the typical 
3D free-roaming adventure we've come 
to expect from this series, however - Zip. 
Lash puts our a little robotic friend into a 
2D action platformer in which he has to 
dispose of naughty alien troops. These 
aliens have shamelessly stolen snack 
foods from across the globe, and our 
hero is determined to get them back! 

To do this, he has only one weapon in 
his arsenal: his trusty plug, which he'll 
use to crush his enemies by simply 
whipping it forward in his best imitation 
of a Castlevania series Belmont. The plug 
can also be used to attach Chibi to blocks 
floating in the environment, allowing him 
to yank himself up to higher planes as he 
retracts his cord. Finally, the little Robo 
can ricochet his plug, bouncing it back 
and forth off of walls, floors and ceilings 
to break through barriers and tag 
switches. All of these elements make this 
new design stand out, even if the move 
to 2D feels like an odd one for the fran- 
chise. 

As you might expect, there will be a 
lot of jumping and running involved. 
unlike previous entries, Chibi-Robo 
reacts more quickly to button inputs 
and there's a nice flow to it all. It 
helps that the stages are straight- 
forward, which means that you 
won't get overly disoriented. At the 
same time, the levels in the demo | 
played at this year's E3 weren't all that 
challenging and the puzzles were sim- 
plistic. (Of course, I’ve only seen a few 
stages, so who knows what the final 
game will give us?) 

Next to the normal array of 
platforming stages, Zip 
Lash also changes the 
pace with things like... 
wakeboarding! (As if it 
weren't silly enough, I 
know.) Chibi-Robo will 
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surf across the waves and you'll have to 
constantly switch lanes to avoid 
obstacles. If you're quick enough, you 
can launch yourself from various ramps. 
Not only will you fly high into the sky, but 
you'll also get some nifty rewards in the 
process! (There's even a special area if 
you're really good, which will boost your 
score to the max!) 

Of course, the true selling point of Zip 
Lash has to be the new amiibo figure of 
Chibi-Robo that's included! It's basically 
life-size relative to how big he's actually 
meant to be - and scanning it will 
activate "Super Chibi-Robo" in the game, 
giving you extra fighting power. 

Just look at his cuteness! How will you 
be able to resist buying the bundle that 
includes him this Fall? - DAAN 


ae 
| 


— S 


18 l 
20 39) 9:315 


MARIO & LUIGI: PAPER JAM 


Mario's two role-playing worlds collide! 


LONGTIME FANS OF the Paper Mario 
series probably take its games’ art style 
as little more than an aesthetic choice, 
thinking little of it beyond that and 
figuring each sequel in that series to be 
just another chapter in the long-running 
line of Mario titles. However, at E3 2015, 
Nintendo and AlphaDream tossed that 
notion aside as they revealed the latest 
Mario role-playing game: Mario & Luigi: 
Paper Jam. 

This title firmly establishes the Paper 
Mario games as existing in another 
entirely separate universe, as Luigi 
knocks over a magic book that releases 
the Paper cast into the "real" world. 
Princess Peach meets Paper Peach, 
Bowser confronts Paper Bowser and for 
the main hook of the game, Mario and 
Luigi team up with Paper Mario, who 
possesses some unique tricks all his own 
as they face a mixed variety of Paper and 
non-Paper foes alike. 

(Fingers are crossed that Paper Luigi 
joins in the fun too, by the way.) 

During Nintendo’s Treehouse 
livestream, three types of gameplay were 
shown. The first featured the plumber 
trio searching for a number of Paper 
Toads who are hiding throughout a field, 
with Mario and Luigi controlled by the A 
and B buttons as usual, while Paper 
Mario gets mapped to Y. The key to 
finding the final Paper Toad is in using 
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Paper Mario’s ability to squeeze through 
paper-thin tight spaces. 

The second part of the demo had our 
heroes taking on a muck-flinging Petey 
Piranha. In addition to the usual attacks, 
Petey sometimes gives chase in a 3D 
running-toward-the-screen sequence like 
those seen in the last game. While Mario 
and Luigi flee on foot, Paper Mario folds 
up and takes to the air in a paper 
airplane form that the other brothers 
can jump and grab onto in order to avoid 
Petey’s attacks. 

Finally, our Power Plumbers need 
Megazord power, now! Or rather, they 
need Papercraft power, as they take their 
spot atop a large Papercraft Mario that is 
carried across the battlefield by a small 
Toad army. Before they can take on the 
Papercraft Goombas, however, they have 
to build up their energy by completing a 
rhythm-based dancing minigame. 

Once the meter is charged, they can 
then ram to knock other Papercrafts over 
before finishing them off with a big 
stomp maneuver. However, there’s one 
setback - Papercraft Mario remains 
toppled until the Toads can get back to it 
and stand it up again! 

In а way, the Papercraft Battles feel 
like a metaphor: While some would say 
the Paper Mario series has stumbled with 
recent installments, it looks like this 
Mario & Luigi game is ready to help it 
stand tall once again. 

Mario & Luigi: Paper Jam is set for 
release early next year! - DAVID 


Even your insults are knockoffs! 
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MARIO TENNIS: 
ULTRA SMASH 


Get ready to go Mega-sized on the court. 


IF YOU'VE PLAYED one Mario Tennis, you've played them all, 
right? Well, when it comes to Mario Tennis: Ultra Smash, that's not 
necessarily the case. This all-new Wii U sequel in the series is set 
to introduce at least one huge difference, and that's the ability to 
literally become huge. Mega Mushrooms are randomly thrown 
into the matches of Ultra Smash, and they can turn the tables of 
any face-off in a heartbeat. 

This new sequel comes as a bit of a surprise, seeing as Mario 
Tennis Open hit the 3DS just three years ago (and we'd had to wait 
seven years for that one). It's once again being developed by 
Camelot, and the demo | got to play at ЕЗ was solid, but limited. 

Bowser and Mario faced off in what will be called the Mega 
Battle Mode, and while the demo was short and to the point, | got 
a great feel of how simplistic and approachable the controls will 
be. You will mostly use A (topspin) and B (slice) to perform 
returns, and using combinations can produce lobs, drop shots and 
the new jump shot. These all set up Chance Shots, which are 
color-coded for the most efficient return. Pressing X will always 
yield the best shot, and that's a good way for beginners to access 
the game, but I'd guess it most likely will not be available in all 
modes. The R Button sends your character into a controllable 
dive, which is something I’ve always wanted out of Mario Tennis. 

So how does it feel to be big? Well, you take up half the court, 
so while it may seem like an advantage, a quick shot to the gut 
can still vanquish a giant opponent. Something else worth noting 
about the demo is how great everything looked - the ball effects, 
court and characters looked amazing, with more attention to 
detail than ever before. Just check out Mario's overalls! 

Overall, the demo felt great and I can't wait to see more. Mario 
Tennis: Ultra Smash will be coming this holiday season. - BRETT 
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METROID PRIME: FEDERATION FORCE 


When Samus Aran isn't around, this fighting force of four takes care of business. 


METROID FANS HAVE been clam- 
oring for a new installment in the 
series ever since 2010's divisive 
Metroid: Other M, but few could have 
predicted what Nintendo unveiled 
during this year's E3: a multiplayer 
spin-off of the beloved franchise 
called Metroid Prime: Federation 
Force. Developed by Next Level Games 
(the studio behind Punch-Out!! for Wii 
and Luigi's Mansion: Dark Moon on 
3DS), Federation Force offers a decid- 
edly different view of the Metroid 
universe than previous titles, casting 
players not in the role of bounty 
hunter Samus Aran, but as one of the 
Galactic Federation's marines. 
Likewise, the game eschews Metroid's 
exploration-heavy gameplay for a 
series of team-based objectives, 
further distancing itself from the tra- 
ditional Metroid formula. 

Federation Force isn't the first 
Metroid game to revolve almost exclu- 
sively around multiplayer - Metroid 
Prime Hunters for the DS also 
featured an extensive multiplayer 
mode, though in that title players 
faced off against one another in fairly 
straightforward deathmatches. What 
sets Federation Force apart is its 
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emphasis on cooperation - rather 
than competing in direct firefights, 
players will be working together to 
complete missions, which range from 
corralling huge alien monsters to 
intercepting Space Pirate cargo ships. 
The decision to base the entire 
game around multiplayer might seem 
like a curious one considering the 
Metroid series has traditionally been 
known for its sense of mystery and 
isolation, but it helps expand the 
scope of the Metroid universe in some 
unique ways. As we've seen through- 
out the series' history, Samus isn't the 
only force for good in the galaxy; she's 
frequently in the employ of the 
Galactic Federation, and she even 
fought alongside them to eradicate 
the threat of Phazon in Metroid Prime 
3: Corruption. Aside from these few 
fleeting appearances, however, there's 
still very little that we know about the 
Galactic Federation. What sort of work 
does the Federation undertake? How 
does it combat Space Pirate threats 
when Samus isn't around? Federation 
Force offers the developers a chance 
to explore these questions and add 
more depth to the Metroid narrative. 
The core of Federation Force is its 
campaign mode, which allows up to 
four players to party together - either 


locally or over Wi-Fi - to complete 
specific objectives. These missions 
unfold from the familiar, behind-the- 
visor perspective that the Metroid 
Prime trilogy popularized, though 
that's the extent of their similarities. 
Unlike previous titles, you won't be 
acquiring new weaponry as you clear 
levels in Federation Force; rather, 
each team member will choose his or 
her own weapon loadout from a 
communal toolkit at the start of every 
mission. This adds a different layer of 
strategy to the gameplay, as the type 
of weapons you equip will ultimately 
determine the role you play during the 
mission. Outfit your marine with 
repair capsules, for instance, and 
you'll be responsible for healing your 
teammates when they've taken 
damage; stock up on missiles, on the 
other hand, and your marine will 
become a veritable tank, putting you 
at the forefront of any firefights. You'll 
need to carefully consider the mission 
at hand when determining your 
weapon set, encouraging cooperation 
and planning among your entire team. 
Once all four teammates have 
chosen their loadouts, they'll be trans- 
ported to an alien planet to begin 
their assignment. The objectives that 
players will be tasked with completing 


vary depending on the mission, but 
each one tests their ability to work as 
a unit in different ways. 

One particular mission, for 
example, takes the team to an ice- 
encrusted world that once served as a 
Federation outpost. Since the 
Federation's departure, the planet has 
been overrun by hulking ice beasts, 
and it falls to players to secure the 
beasts in nearby containment hulls 
and reclaim the area. To accomplish 
this, each team member will need to 
take on a specific role - one player 
will need to lure the beasts into the 
cages while the others offer backup, 
closing the hulls when the creatures 
are secured and staving off any other 
roving foes that might interfere in the 
mission. 

In another mission demonstrated 
at ЕЗ, the fighting foursome was 
charged with defending the Federation 
flagship Aegis from destruction, 
blasting incoming missiles out of the 
sky while also dealing with ground 
troops. The action is frantic, with 
success only possible through great 
teamwork and lots of communication 
... which sounds like the exact 
opposite of what "Metroid" usually is, 
right? It's an intriguing different direc- 
tion for the brand. - KEVIN K. 


THE MOST SEVERELY NEGATIVE 
FAN REACTION OF ALL TIME? 


How can we report this in the most polite manner possible? Lots of Metroid fans were not 
happy, at all, to see Metroid Prime: Federation Force revealed at E3. They were disappointed. 
They were angry. Many of them were downright furious, and though some reactions were 
certainly too extreme (like immediately starting petitions to have the game cancelled), it's hard 
to imagine that Nintendo could have been surprised by the overly negative response. Metroid 
fans have disowned 2010's Metroid: Other M, by and large, meaning the most recent release 
that's recognized in their minds is Metroid Prime 3: Corruption, which came out on Wii in 2007. 
That's a solid eight years of waiting for a new sequel - specifically a Prime sequel, which is 
what most people want - and, when the Prime name is finally brought back into the spotlight, 
it's applied to this? A game that's fundamentally different in visual presentation, storyline and 
gameplay from the previous Primes? A game that doesn't even have Samus in it, it seems? 
Metroid's had spin-offs before — even Prime ones, like Metroid Prime Pinball. But to announce a 


new spin-off without also confirming that there's a new, true sequel in the works came across 


as severely tone deaf. The worst part? Next Level Games is doing killer work here, as the 
gameplay of Federation Force looks great - it maybe could've used a different brand, though. 


METROID PRIME: 
BLAST BALL 


The shooting sport of the future? 


REVEALED AS A a surprise competi- 
tion game at the 2015 Nintendo World 
Championships, Metroid Prime: Blast 
Ball will actually ship as a component 
of Metroid Prime: Federation Force. 
The game is set within the Metroid 
Prime universe, and elements of the 
arena are fairly generic versions of 
that techno-futuristic setting. Being 
developed by Next Level Games, you 
might pick up hints of the Mario 
Strikers series - but the character of 
those games is absent, and the first- 
person perspective plays out very dif- 
ferently. 

Blast Ball pits two three-player 
teams, Indigo and Gold, against each 
other in a metallic, hockey-like, oval- 
shaped arena. The sport plays out like 
soccer - and it especially reminds me 
of crab soccer in a way, as the ball 
itself is an enormous orb that takes 
quite a bit of force to move. As the ball 
is electric, you can't come into contact 
with it directly — instead, you shoot at 
it with your blaster. But like shooting 
spitballs at a balloon, single shots 


won't do much to move it - charged 
cannon shots can get the ball rolling, 
however. The mechanics, though 
unique, share a lot of similarities with 
a couple recent (non-Nintendo) sports 
derivatives like Iron Galaxy Studios' 
Videoball on PC, PS4 and Xbox One. 

Each player pilots a mech suit 
that's a bit like the power loader used 
by Ripley in the movie Aliens. It comes 
equipped with a charge cannon and a 
HUD that will be familiar to Metroid 
Prime veterans. The primary objective 
is to direct the ball into the opposing 
team's goal - but while you can shoot 
the ball, you can also choose to shoot 
other players in order to disable them, 
preventing them from achieving their 
goal. If a player takes too much 
damage, their mech is destroyed and 
they're ejected. After a penalty time, 
that player is then dropped into a new 
mech and rejoins the battle, removing 
their team's handicap. So generally, 
you want to avoid damage - but some- 
times using yourself as a shield may 
be the best course of action. 
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The first team to earn three goals 
wins the match, and after each goal is 
made, the "net" - which is really just a 
hole in the wall - shrinks. The matches 
are also timed, so in the event of a 
tied game, the match progresses into 
a sudden death mode where the nets 
revert to full size and the first to make 
a goal wins. 

Blast Ball controls similarly to 
recent games like Splatoon and Star 
Fox Zero, in that movement is directed 
by the Circle Pad, but the viewport 
uses the gyroscope - this allows for 
precise targeting. (However, in Blast 
Ball, you must hold down R to activate 
the gyroscope.) Within the confines of 
the mech suit, movement can seem 
somewhat clumsy, but it's as agile as 
Samus' Power Suit. To help with orien- 
tation, the L Button can be used to 
lock onto the ball, which is critical in 
the sometimes-disorienting action. 

It wouldn't be a Nintendo sports 
game without items. These power-ups 
appear in specific locations on the 
playing field, and include a healing 
item, a shield, a speed booster and an 
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item that will forcibly eject an 
opponent from their mech suit. 

Blast Ball serves as a current 
reflection of the broader Federation 
Force game, since it was the only 
playable portion at ЕЗ this year. The 
sports arena serves as a training 
grounds of sorts, both in the Metroid 
universe and as a partial reflection of 
some of the gameplay involved in the 
main Federation Force game. In that 
context, groups of three will need to 
coordinate and even "push" a large 
object along a path in a similar way as 
the ball. (As a plausible part of that 
universe, | imagine it would be even 
more fun if it existed in reality.) 

Happily, the game includes 
Download Play, supporting up to six 
local players with a single card or 
install, as well as online capability. 

Metroid Prime: Blast Ball doesn’t 
seem like it will prove to be as ground- 
breaking as Splatoon, but it is a fun 
diversion that gives us an interesting 
new take on goal-based team sports. 
It will serve nicely as a complement to 
Federation Force. - AARON 
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THE SURPRISE PREMIERE AT THE 
NINTENDO WORLD CHAMPIONSHIPS 


When Nintendo announced that the Nintendo World Championships would be 
coming back after a quarter-century hiatus, many of us began to wonder if there 
would be a secret, unannounced game revealed during the competition. After all, 
the NWC events were inspired by the climactic "Video Armageddon" seen in 1989's 

The Wizard - and it was there that the all-new Super Mario Bros. 3 was shown off to 
American Nintendo fans for the first time. (A truly epic moment for an eight-year- 
old to witness, let me tell you.) Speculation ran wild that Nintendo would mirror 
that moment by revealing another new Super Mario Bros. game, but, instead, the 
honor of the surprise reveal went to Blast Ball. And it was just called "Blast Ball," 
too, as it wasn't until two days later that Nintendo revealed it was actually "Metroid 

Prime: Blast Ball," a part of the Federation Force package. It was a cool way to 
reveal what is essentially Nintendo's next new eSport design, and for all the nega- 
tivity greeting Federation Force, Blast Ball seemed to be received more favorably. 
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incidents of Pokémon turning to stone! 


POKEMON SUPER 
MYSTERY DUNGEON 


STOP ME IF you've heard this one before: You're a normal 
human kid, but one day you wake up to discover you've somehow 
been transformed into a Pokémon, so you decide to form a team 
of other Pokemon and go on adventures together through deep, 
dangerous dungeons. Yes, the core premise of Pokémon Super 
Mystery Dungeon is the same as it's always been in this spin-off 
series - but, hopefully, the developers at Spike Chunsoft will be 
able to include enough new ideas in this sequel to justify it being 
called "Super." 

One change for the better that we already know about is a 
massive increase in the playable Pokemon roster. The series' 
previous installment, 2013's Gates of Infinity, restricted you to 
only five possible choices for your player character and partner. 
Here, it's 20: You can choose to become any of the 18 starters 
from past mainline games, as well as Pikachu or Riolu. Then, 
beyond that, all 700+ other currently known monsters will be 
findable and recruitable to the other positions in your questing 
party. That's a big upgrade too, as Gates of Infinity only had about 
140 different 'mons available throughout its whole adventure. 

Another addition that's only been hinted at is the integration of 
Mega Evolution mechanics for the first time, as the box art for this 
new sequel prominently showcases Mega Charizard Y and Mega 
Sceptile. That might need to influence your player character 
selection process - not all of the 20 possible picks have Mega 
forms yet, so you may want to go with one who does. 

Want to know more about Super Mystery Dungeon? So do we, 
but Nintendo presented only very little of it at E3. That could bea 
good thing, meaning that more details will be revealed later. Or it 
could be bad, meaning that there just isn't any more to the game 
to show off. We'll hope for the former for now! - LUCAS 
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RETURN TO POPOLOCROIS: 
A STORY OF SEASONS FAIRYTALE 


HOT OFF THE heels of Story of 
Seasons, XSEED Games announced that 
they'll be localizing Marvelous' Return to 
PopoloCrois: A Story of Seasons 
Fairytale, a crossover between the 
Bokujo Monogatari farming series and 
the enchanted world of PopoloCrois, a 
fantasy RPG series that has a strong fan 
following in Japan. It's the first time a 
Bokujo Monogatari title has crossed over 
with another franchise, the first time a 
PopoloCrois title has been released for a 
Nintendo console and only the second 
time a PopoloCrois title will reach 
Western shores. The result is a combina- 
tion of turn-based classic JRPG action 
and peaceful farm life that should appeal 
to fans of both genres. 

From its humble beginnings as a 
newspaper comic strip in the '80s, the 
PopoloCrois franchise has encompassed 
a series of five RPGs, a sixth standalone 
game, various novels and graphic novels 
and two animated series. All of them 
chronicle the adventures of the young 
Pietro Pakapuka (prince of PopoloCrois 
Kingdom), his childhood friend Narcia 
the witch, Pietro's loyal retainer the 
White Knight and Gami-Gami Devil, who 
rules over a castle of scrap and an army 
of robots. 

In Return to PopoloCrois, Prince 
Pietro is trapped in distant Galariland, 
where darkness has consumed the 
citizens' farmland. In order to purify the 


farms, he'll need to use fairy magic to 
shrink to the size of an ant - turning a 
humble plot of vegetables into a sprawl- 
ing dungeon teeming with monsters. 

Battles are a combination of turn- 
based attacking and move-and-attack 
tactics, along with various skills, tech- 
niques and magic spells that can be cast 
by one or more party members. Purify- 
ing farmland, growing crops and raising 
livestock will help Pietro assist and 
befriend various townspeople as he 
works toward reviving the harvest 
goddess Galariel, who holds the power to 
send him home. 

The farming system works in real time 
rather than the day-by-day system in 
Story of Seasons, but you won't have to 
worry about crops dying while you're 
slaying a dragon. While dating and 
marriage aren't a major part of the 
game, you'll still be able to collect bugs, 
create various items and fulfill NPC 
requests, all Story of Seasons staples. 

The game was released in June in 
Japan, and it's planned to hit America 
this Winter. Its localization is in capable 
hands - Tom Lipschultz of XSEED, who's 
in charge of the project, is a longtime 
PopoloCrois superfan who even assisted 
in fansubbing the first animated series. 
He must be having a blast! - REBECCA 
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HYRULE WARRIORS 
LEGENDS You can be a boat! 


HYRULE WARRIORS IS coming to the 
Nintendo 3DS! With the new subtitle of 
"Legends," it hopes to attract a brand- 
new audience in the portable space. 
Sadly, the game wasn't playable during 
this year's E3, but that doesn't stop me 
from being excited about it. 

According to Nintendo and Koei 
Tecmo, the entire original adventure will 
be available on the go. That is promising, 
but it raises some questions: How exactly 
will the 3DS handle this? Hyrule Warriors 
on the Wii U features huge, open areas to 
explore, which wouldn't run too well on 
lesser hardware without cutting corners. 
Will areas be in constant fog? Will we 
only see a limited amount of enemies? 
Time will tell, but considering this is not 
a New Nintendo 305 exclusive, I’m 
somewhat worried about it. 

What | wouldn't worry about are the 
controls. The Warriors franchise has 
already visited the 3DS before, and 
played well then - with additional 
guidance from Nintendo, I think this port 
could turn out to handle even better. 

Legends will introduce a character- 
switching mechanic, which is often seen 
in the Samurai Warriors games but 
wasn't originally a part of Wii U's Hyrule 
Warriors. It allows you to spread out the 
characters and take control over various 
parts of the playing field easily. This will 
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also make the action more constant - if 
you clear out a whole area, simply switch 
over to another character who's still sur- 
rounded and keep kicking butt. 

The full story of the original will be 
intact, but the developers are adding 
brand-new stages as well - like the world 
of The Wind Waker! You can look forward 
to playing as Tetra and the King of Hyrule 
(a.k.a. The King of Red Lions). Tetra will 
be able to use her sword and a new 
pistol, while the King will turn into his 
trusty boat form to crush his enemies. 
According to the developers, even more 
characters will be added to the roster, 
though no hints have been given so far. 

The producer of the game, Yosuke 
Hayashi, has shared that the game is cur- 
rently 60 percent done. The production 
is well underway and they want to make 
sure that the Nintendo 3DS' unique capa- 
bilities are all used well. All the amiibo 
unlocks will be back, for example, and 
they'd like to make use of StreetPass too. 
It will be implemented in Adventure 
Mode in some way - it would be fun to 
share progress or scores with local 
friends, but Hayashi didn't go into detail 
about how it will work quite yet. 

Hyrule Warriors Legends is a game 
with a lot of potential. | played the 
original for hours on end, and if this 
Nintendo 3DS version turns out well, | 
would be willing to finish it all over 
again. Let's hope that we hear even more 
about it soon! - DAAN 


PREVIEWS 


SONIC BOOM: 
FIRE & СЕ 


Really? They’re making another one? 


OK, DONT FLIP out. Let's take this news a step at a time. 

To promote the Sonic Boom show on Cartoon Network last 
year, Sega commissioned Big Red Button Entertainment and 
Sanzaru Games to develop tie-in games for Wii U and 3DS, respec- 
tively. Rise of Lyric on Wii U was a colossal mess, while Shattered 
Crystal on 3DS barely passed muster. Seeing more value in 
Sanzaru's effort, Sega has opted to stick to handhelds for this 
newly announced sequel: Sonic Boom: Fire & Ice. 

As in Shattered Crystal, Sonic and crew will race through 2.5D 
landscapes, splitting time between platforming and free-roaming 
navigation. Sega producer Omar Woodley has promised that the 
excessive exploration requirements are being tempered with 
more classic speed challenges - there will even be linear paths 
straight through levels for those in a hurry. Additionally, Amy 
Rose will join Tails, Knuckles, Sticks and the blue dude with a 'tude 
as a fifth playable character, after her absence previously. 

The "Fire & Ice" in the title refers to new elemental abilities 
required to melt giant ice bricks, instantly freeze water spouts 
and so on. You'll be using these skills to battle new villain D-Fekt, 
Dr. Eggman's creation who has gone rogue and is gathering mate- 
rials to strengthen himself. And if you were bothered by Shattered 
Crystal's lack of traditional bosses, you'll be happy to know that 
this time there will be four major bosses that span both screens, 
like in Sonic Rush. 

It's probably not wise to expect too much from Sonic Boom: 
Fire & Ice when it drops this holiday season - but at least it can't 
be any worse than what's come before, right? - TONY 
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PREVIEWS 


NINTENDO'S NO-SHOWS OF E3 2015 


As usual, not every game we hoped to see ended up on the show floor. Here are four of this year's most conspicuously absent. 


THE LEGEND OF ZELDA FOR Wii U 


MONTHS AGO, WE expected that the new Legend of Zelda sequel in develop- 
ment for Wii U would be the centerpiece of this year's ЕЗ - but after its release 
date delay out of 2015 and into next year, Nintendo decided to not only not shine 
a spotlight on it this time around, but just not feature it at all. Mr. Miyamoto later 
confirmed that there was new footage of the game prepared that they could have 
shown, but they just decided not to. Say what now? 

This absence - combined with the fact that the new NX platform is approaching 
fast - most likely points to another Twilight Princess situation, if we had to guess. 
That means that while the game will still have a Wii U edition, we'd bet money that 
at this point it'll also be serving as an NX launch title. Wouldn't you agree? 


NX, QOL & MOBILE 


IF THERE'S A good thing about The Legend of Zelda for Wii U skipping E3, it's 
that we were told ahead of time that that would be the case - and the same goes 
for Nintendo's upcoming hardware projects. Reggie even directly reaffirmed at 
the beginning of the Digital Event that the in-development NX console, the 
"quality of life" initiatives and the expansion into the mobile space through the 
new partnership with DeNA would not be discussed at this year's show. Of course, 
the NX is now perfectly set up to be fully unveiled at next year's E3. Better book 
your plane tickets now - E3s with new hardware reveals are always crazy. 
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DEVILS THIRD 


THIS ONE'S ODD. Devil's Third, like Bayonetta 2 before it, was rescued from 
development limbo by Nintendo stepping in to publish it - that was announced at 
last year's E3. This year, though, the game wasn't acknowledged at all. Rumors 
began to fly that the game's North American release had been quietly cancelled. 
Other rumors suggested that XSEED was stepping in to take on publishing duties 
following Nintendo deciding to drop it over concerns about its quality. As this 
issue wraps up, the latest word is that NOA will publish it after all, but there's also 
going to be a free-to-start PC version published by Valhalla Studios directly. Huh? 
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マチ ル ダ 「 私 は …… この 奥 か ら 
まま もの け ほ い か ん 

魔物 の 気配 を 感じ た の で 

こう し て 見 に きた の で す 。 


DRAGON QUESTS ON 3DS 


LASTLY, ЕЗ IS always the place where we hope to get announcements confirming 
the English localization of games already released in Japan, and we're nearly 
always disappointed when big-name games are skipped over for the translation 
treatment. A pair of Dragon Quest remakes for the 3DS is floating in the "will they 
or won't they come Stateside?" sea of confusion and uncertainty at the moment, 
and neither Dragon Quest VII or Dragon Quest VIII showed up in Los Angeles to 
help ease our stressed-out Slime-loving hearts. Some fans have already lost faith 
and begun a fan translation of VII, and series creator Yuji Horii isn't adding any 
clarity as he keeps making vague statements about them maybe leaving Japan. 


COMIC BREAK 


… ド ラゴン ク 
エス ト は 西 に 
来 て いま す ! 
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申し 訳 あ り ま 
せん が 、 そ れ 
は ここ で 取得 
する の で 、 時 
間 が か か り ま 
し た 。 の は 、 
世界 を 救う た 
め に 取得 し て 
み ま し ょ う ! 
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THE HISTORY OF USER-CREATED CONTENT 


istory to see how the idea of letting users create their own content evolved over time: 
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THEULTIMATE CONSTRUCTION TOOL 
WARIOWARE: DO IT YOURSELF! 


OK, LET'S TAKE a breath for a moment. We've been 
dashing through the history of user-created content at 
a very brisk pace, covering 25 years so far in broad 
strokes. But this next game deserves extra attention all 
for itself! 

WarioWare: Do It Yourself! (more commonly referred 
to as just WarioWare: D.IY.) is, to date, the ultimate 
peak of Nintendo custom content creation. That's 
because it's not just a level editor, or an art program, or 
even a music composer - it's all of those, and more. It 
lets you make full games from scratch! 

Well, OK, full microgames. The 10-second miniature 
challenges the WarioWare series has always been 
known for. 

If you've never played a WarioWare game, they're 
packed to the brim with these fleeting bits of gameplay. 
You're given a situation on the screen, allowed less 
than one second to take it all in, then have to complete 
some kind of task to succeed at some kind of goal. A 
quick, incredibly brief clue flashes in front of you 
before the action begins. Something like, "Dodge!", and 
then you have to interpret that to mean you need to 
press a button to make a character leap out of the way 
of an oncoming car. Or, "Blow!", and you need to blow 
into the system's microphone to clear a path of fallen 
leaves. It's always total nonsense. 

And D.I.Y. put you in control of that nonsense. This 
game gave you a rich toolkit full of all of the different 
things you'd need to be able to make your own games. 


A mandatory tutorial was the first part of the experi- 
ence, as the game coached you step-by-step through 
the creation of an example microgame called Ladybug. 

You learned to make the graphics - both the back- 
ground art and the characters that will be in the scene. 

You learned how animation works, to get those char- 
acters to move. 

You learned scripting - actually programming the 
game to behave as it should, and setting a win condi- 
tion so that what you're making actually is a game that 
can be completed. 

And you learned how to compose music for your cre- 
ations, completing the sensory experience. 

All of that took place in the first hour ог so, and then 
you were given the keys to the kingdom and set free to 
do whatever you please. You could try to make your 
own games from scratch, or you could play through 
several more examples built in by Nintendo's designers 
to get more ideas - and any microgame in the package 
could be pulled up and played around with in the 
editor. So if you found yourself asking, "How did they 
do that?", you could get the answers straight away. 

WarioWare: D.I.Y. was released in March 2010, so a 
little over five years ago now. At the time, it enjoyed a 
great community fueled by the game-sharing feature 
that let you post your creations for others to see and 
play. It's no longer active now, sadly, because Nintendo 
Wi-Fi Connection went the way of the dodo last year. 
But you can still share your creations locally! 
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NON-TENDO USER CREATIVITY 
MINECRAFT, LITTLEBIGPLANET & MORE 


LASTLY, | FEEL like it would be doing you all a disservice to ignore all the incredibly important 
advances in user-created content that have taken place on hardware platforms other than 
Nintendo’s. Minecraft has made the biggest impact in this space since probably the dawn of time, 
as millions of gamers have been constructing entire blocky worlds all their own through it for 
years now. (It’s still not bound for Big N hardware, unfortunately, but there are a few knock-offs 
in the eShop now.) Sony's LittleBigPlanet series has also been phenomenal, as its users 

constantly blow expectations out of the water with the adventures they craft for Sackboy. 
And there are many more! If you've got a creative itch, search! Find the game for you! Ф 
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COMIC BREAK 


—The Adventures of— 
Dear Captain 


We need your help! 
The /Mushroom 
Kingdom is under 
attack. Please hurry! 
AND - Princess 


Peach 


IVE NEVER SEEN BOWSER 

E] LAUNCH AN ATTACK LIKE THIS. 

WHAT 15 GOING ON? SOME PIPES THAT SPIT OUT 
GIANT BOB-OMB^S/ 


NOW MAKE SOME FLYING 
PIRANHA PLANTS. OOH! MAKE 
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MARIO PAINT 
SNES, 1992 


Since Super Mario Maker is bringing back classic, key elements of its user Interface (like 
the Undodog, the Save & Load Robot, the erasers and more), we're letting the original 
Mario-themed user-creativity game, Mario Paint, step into the spotlight for this issue's 
Retro section. Turn the page for a full retrospective on the game itself, as well as a look 
back at the now old-school SNES Mouse peripheral! (Are you old enough to have been 


gaming in the early "905 and owned one yourself?) 


PERIPHERAL VISION 


Recalling the chapter of Nintendo history that embraced “point-and-click.” 


IN AWORLD full of light guns, Power Pads, 3D 
glasses and whatever the heck the Aura Interactor 
was, something as simple as a mouse might seem 
rather mundane. It's not complex, it doesn't shoot 
lasers and you certainly can't play Super Mario Bros. 
with it — but, as PC gamers had known for years, it 
could be invaluable for controlling games in ways a 
D-Pad never could. Ports of Maniac Mansion, SimCity 
and Lemmings were great, but compared to their PC 
counterparts, controlling them was a chore with 
Nintendo's standard pads. Then, in 1992, Nintendo 
released a brilliant art program called Mario Paint - 
and it came packaged with a grey-and-purple wonder 
that brought a new level of precision control to the 
living room. 

The Super NES Mouse on its own is a pretty unre- 
markable piece of tech. It's a standard ball mouse 
with two buttons, and . . . well, that's it. For you 
young-uns, mice of old used small rolling balls to 
measure movement instead of the IR sensors of 
today. Embedded in the base of the mouse was a ball 
that would rub against two rollers that measured the 
ball's movement on the X- and Y-axes. The Super NES 
Mouse successfully matched PC mouse features of 
the time, unfortunately including a characteristically 
short cord. This resulted in many play sessions 
taking place on the floor in front of the television, 
frequently causing all sorts of dirt and grit to clog up 
the rollers. It was easy enough to clean, and the 
included hard plastic mousepad prevented most 
players from rolling it directly 
across the carpet, but it was 
still a nuisance. 


Regardless, the SNES Mouse was responsible for 
some really great games. Take, for example, the 
underappreciated (and hilarious) Tin Star. This 
goofball sci-fi western took the shooting gallery 
genre in several interesting directions, including 
some impressive quick-draw segments. As you faced 
down your opponents, the game would periodically 
display a gun cylinder icon that would appear 
randomly in one of the four corners of the screen - 
you'd have to shoot the icon and then your target 
before they shot you. It got very intense as the game 
went on, and even though the standard controller 
and Super Scope were compatible with Tin Star, the 
Mouse was by far the most accurate way to play. 

And that's just the beginning. Worldwide, there 
were more than 60 titles released for the accessory. 
Games like Arkanoid: Doh It Again and Lemmings 2: 
The Tribes became much more playable. Arcade 
shooters like T2: The Arcade Game and Revolution X 
could be beaten without the cumbersome task of 
moving a reticle with a D-Pad. Even FPS games like 
Doom and Wolfenstein 3D felt more at home. The 
SNES Mouse successfully expanded the console's 
library in ways no other accessory had before. 

If you ignored your parents' warnings to not sit so 
close to the TV, the Mouse paved the way for some 
awesome experiences. It's not too tough to track 
down, either - listings regularly appear on auction 
sites for reasonable prices. If you've got an SNES, 
your collection isn't complete without the little 
mouse that could! - KRIS 


MARIO & WARIO 


Mario did more with the SNES Mouse than just 
paint - he also starred in the Japan-exclusive 
Mario & Wario! This puzzle platformer from the 
creators of Pokémon put players in control of 
Wanda the forest fairy, who you may recognize 
from Wario's Woods (people played Wario's 
Woods, right?). At the start of each stage, you 
choose either Mario, Peach or Yoshi and then 
guided them through mazes filled with traps 
and pitfalls. Why do these platforming profes- 
sionals need guidance? Well, before you start, 
Wario flies by in his purple plane (also from 
Wario's Woods... anybody?) and drops a 
bucket, jellyfish, cloud - or whatever else he 
has stored in there - on the hero's head, effec- 
tively blinding them. Your job is to create 
blocks, defeat enemies, et cetera, and lead 
them safely to Luigi, who's waiting at the exit 
to take the blinder off their head. It's similar in 
concept to games like Lemmings or the Mario 
vs. Donkey Kong games, in that the characters 
constantly move forward, and it's on you to 
keep them from getting hurt. It's extremely 
colorful, clever and fun, it stars Mario, and it 
was previewed in Issue #52 of Nintendo Power 
(but sadly never came to America). It's even 
referenced in Pokémon Red & Blue's Saffron 
City! (There's a Super NES in a house playing 
"a game with Mario wearing a bucket on his 
head!") So why was it never released outside 
of Japan? It's a mystery for the ages. 
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THE SEQUELS 
(OF A SORT) 


While it’s true that there’s never 
been a real "Mario Paint 2," there 
was a series of follow-ups called 
"Mario Artist" in Japan, released 
for the ill-fated Nintendo 64 Disk 
Drive attachment that never made 
it to America. Four titles made it 
to market. The first, Mario Artist: 
Paint Studio, was most similar to 
Mario Paint's primary canvas- 
painting interface and allowed for 
players to once again draw 2D 
illustrations with the assistance of 
a variety of tools, this time includ- 
ing a wealth of large Nintendo 
character clipart. Polygon Studio 
took things into 3D, letting players 
mess around with blocky models 
and animate silly characters. 
Talent Studio also focused on 
bringing oddball characters to life, 
but in it the stars were meant to 
be you and your friends and 
family - you'd capture your image 
from a source like a VHS tape and 
then map your face onto a digital 
doll, then watch yourself dance 
around. Lastly, a Communications 
Kit let Japanese fans upload their 
creations for others to see. It was 
an entire era of creativity that 
Americans missed out on! 


MARIO PAINT IS one of the few games in which you 
can easily spend an hour on the title screen alone and 
be entertained, as each letter of the title does some 
wacky thing to the surroundings, the sound or Mario 
himself. Ever tried hitting Mario with the "R"? 

The game itself is a lot like Microsoft's earliest PC 
art programs, but with many more options and a 
heavy Mario twist. Bundled with the SNES Mouse and 
plastic mousepad, players of the early '90s could 
easily draw their own creations using the various tools 
in whatever colors (or patterns of colors) they chose. 
Little brushes or big markers could be used, and the 
game even featured a pixel-spraying airbrush tool. 

Being able to easily save your artwork was also a 
big deal, as Mario Paint didn't need a floppy disk to 
pull off the feat of creative preservation. (Floppy 
disks! Remember those?) Only one creation could be 
saved to the cartridge memory though, leading to 
several household arguments about saving over 
previous work. 

Players could create their own 16-bit Mario scene 
using sprite stamps from Super Mario World, and even 
paint with Mario's head if the thought crossed their 
minds. (This was a tease for Super Mario Maker if I 
ever saw one. | remember wondering why we couldn't 
play the level after building it out.) Other pre-built 
stamps helped with the creativity, and there were 
loads to choose from. Special stamps could be created 
pixel-by-pixel, and Nintendo Power released a 
Strategy Guide with many of them in it, along with a 
special insert with more for Super Power Club sub- 
scribers in Issue #44. It also showed you how to make 
your own Mario, Zelda and Metroid levels! (Again, they 
were unplayable, but they looked great if you took 
your time making them.) The biggest secret I 
remember with this mode is creating stamps com- 
prised of only a single pixel so you could really go 
macro with your designs. 

Countless hours could be whittled away in the main 
canvas portion of the game, but Mario Paint also 
sported music and animation creation tools. The 
music composition mode is used more often than 
you'd think even today, and was possibly the most 
user-friendly and best tool of its time for composing – 
simply select a sound effect from the toolbar and drag 
it onto the musical staff to create a note. The 
composer was quite advanced for its time, able to 
change from 3/4 to 4/4 time, which altered the tempo 
of your piece - and you could hear your work-in- 
progress played back for you at any time, instantly. 

The animation mode was another time sink, 
allowing you to bring animated elements into your 
drawings or just play at being a cartoon maker. Most 
people would have experimented seeing if they could 
get Mario's run animation to work, and then took off 
from there. Up to nine panels is all you had to make it 
work, but it was still impressive at the time to see 
something you created actually move on the screen. 
You could then take this looped animation and trace a 
path for it to follow around on the canvas. 


RETROSPECTIVE 


When creativity and artistry were unleashed in early "905 Nintendo fans. 


One of the hidden features of the game was Gnat Attack 
(also known as "Coffee Break"), an endless fly-swatting game 
that used the SNES Mouse to control your swatter. Various flies 
and other bugs would invade your screen, and if any besides 
the first annoying insects touched you, it cost you a life. There 
were three basic levels to the game, each with a new set of 100 
flies to thwart to gain admittance to the boss battle against the 
massive, intimidating Watinga - he was a mechanical robo-fly 
who could spawn more flies, create gas clouds, burn you and 
just bug you in general. Each completed set of three levels 
netted you a new icon of achievement in the upper left corner, 
up until Level 48, when everything reset. 

Much of the interface and style of Mario Paint is finally 
making a return through Super Mario Maker, but I'm still sur- 
prised that the game's never had a true sequel - the Art 
Academy series, | suppose, took over this category. And while 
those games are great for making art, they're missing the zany 
flair of this, Nintendo's first-ever digital art studio. - BRETT 
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MARIO PAINT COMPOSER 


Over two decades after Mario Paint's release, its music composition 
mode lives on through the power of YouTube and a dedicated fan com- 
munity of music makers who love to work within the boundaries of its 
limited bleeps and bloops (though the options have expanded over the 

years thanks to some dedicated programmers). For some modern 


examples, simply search for "Mario Paint Composer" on YouTube! 


CHARACTER PROFILE 


GOOMBA 


Mario’s been stomping them flat for 30 years now, but these 
sinister, sidling ’shrooms always bounce right back to try again — НИЦИ 
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however futilely — to bite that jumping plumber and give him a 
7 Сеш FIRST APPEARANCE 
Game Over. Let's celebrate these not-so-menacing minions! SUPER MARIO BROS. (1985) 
As the first enemy encountered in the The Goomba species returned five years Slowly, over time, the Goombas returned That's OK, though! After 30 years, the 
first Super Mario Bros., the lowly Goomba later with new attacks, making them a to prominence and were shown more Goombas have embraced their lot in life. 
successfully killed many new players. slightly more intimidating foe. respect. Some even became playable! Just look at how happy these guys are! 
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Mere moments later, though, those new But Nintendo kicked Goombas to the curb Even still, to this day, no other foe has 
players discovered the jump button and entirely for Super Mario World, swapping taken the Goomba's place at the bottom 
squashed the weakling into a pancake. in the unstompable Galoombas instead. of the Mushroom Kingdom food chain. 
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SUPER MARIO BROS. SUPER MARIO 3D WORLD SUPER MARIO MAKER 
NES, 1985 Wii U, 2013 Wii U, 2015 
Originally, the Koopa Troopa was the Though Goombas have most commonly continued to serve in As these menacing mushrooms turn 30 years old alongside the 
weakest foe Mario was going to meet in that same role as the beginner's baddie to beat, over the years game that introduced them, they're still learning new tricks - the 
his first game. The two-step action of they've also proven to be perfectly suited for transformation upcoming Super Mario Maker even finally allows them to appear 
having to stomp them and then kick their and variation. There are dozens of Goomba species off-shoots in underwater levels! (When you place one there, it'll slowly and 
shell was deemed a bit too complex to be in existence now, from Paragoombas to Tail Goombas to Jack O' probably unsuccessfully flop its feet to try to splash into Mario's 
the bottom-rung baddie, though, so Goombas and beyond. Recently, they powered up with Mario's path.) If you feel a bit of pity, though, why not power a Goomba 
Goombas were added in the 11th hour. Cat Suit to give him and his friends a feline fright! up with a Super Mushroom and a head-mounted Bill Blaster? 
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THE STANDOUTS 
OF THE SPECIES 


OK, so most Goombas are nothing more 
than simple, stompable stepping stones 
Mario hops across on his way to each of his 
victories against Bowser. But a few of these 
fanged fungi break the mold! The Paper 
Mario series has been particularly good 
about presenting us with unique, individual 
Goomba characters, like Goombario (seen 
above) and Goombella. They join Mario’s 
quests as helpful partners and use their 
Tattle skill to give him key info on enemy 
weaknesses! (They should know, right?) 


“The Goombas have lost . . . 
ain?! ls this our destiny?! 
To be trampled by oppressive 
feet for all eternity? No, we 
will definitely triumph next 
time! The Goombas fate is not 
defeat, but perseverance!” 


Perfect Vigilance 


Fearsome Fangs 


Shiitake Shufflers 


SUPER STYLISH SHOES 


All other opinions are invalid: The greatest Mario 
series power-up ever is Kuribo’s Shoe! Debuting only 
in a single level in Super Mario Bros. 3, the oversized 
hopping boot must be stolen from its Goomba pilot to 


be used by our hero. It’s making a big return in Super 
Mario Maker, and with a new "Stiletto" variant, too! 


WARP ZONE 


MANY ARE FAMILIAR with Nintendo Power's 
legacy as a monthly magazine, but as we've seen in 
each edition of Warp Zone up to this point, that was 
not always the case. In June of 1990, Nintendo 
began to supplement their bimonthly coverage with 
Strategy Guides, as seen in the sidebar on this 
page. Despite this, they kept on with one proper 
issue every two months through the rest of the 
year, with an in-depth guide to Ninja Gaiden II: The 
Dark Sword of Chaos coming out the month after 
this July/August 1990 issue. 

Fourteen pages of further Final Fantasy fanati- 
cism fronted this issue's coverage, including more 
of the Treasure Quest contest. Chip 'n Dale picked 
up the slack with Rescue Rangers, while Solid Snake 
returned for Revenge and Golgo 13 dealt with The 
Mafat Conspiracy. Solstice and Crystalis rounded 
out the NES feature coverage as Castlevania III: 
Dracula’s Curse (featured on the opposite side of 
this month’s poster of the Crystalis map), Maniac 
Mansion and Mission: Impossible were teased in 
previews. 

New Games took to the air with Captain 
Skyhawk, went up to bat with Little League 
Baseball, got medieval with Dragon Spirit and 
Dungeon Magic and refreshed with 7 Up's mascot, 
Spot. Video Shorts hit the road with the sequel to 
the NES classic Rad Racer and went on Adventures 
in the Magic Kingdom, courtesy of Disney and 
Capcom. Speaking of Capcom, Pak Watch featured a 
triple threat from the company with Street Fighter 
2010: The Final Fight, Little Nemo: The Dream 
Master and Destiny of an Emperor. They were 
joined by Dick Tracy, Skate or Die 2, Solar Jetman 


‘Some Nintendo Powerfest 1990 attendees poricipato (B 
the Nintendo VV 


and G.I. Joe, as well as a tease for Nintendo's 
SimCity and a peek at the Acme Coin-Op Show. 

Portable Power Players were given a treat in the 
Game Boy section as several familiar faces began to 
show up in its pages. Double Dragon kicked things 
off before Kuros invaded the Fortress of Fear in 
Wizards & Warriors X. Spider-Man did whatever a 
spider can (on the go), while Paperboy got a new 
route, The Final Fantasy Legend took role-playing 
games on the road, Lock 'n Chase made a break for 
it and Pizza Power went portable with a glimpse of 
Teenage Mutant Ninja Turtles. 

Speaking of the Turtles, the summer Consumer 
Electronic Show coverage featured a first look at 
the legendary TMNT И: The Arcade Game, as well as 
Mega Man 3, Dr. Mario and The Simpsons: Bart vs. 
the Space Mutants. Some interesting hardware was 
also featured: the Miracle Keyboard and the 
LaserScope voice command stereo headset. 

Howard and Nester took on the perils of Super C 
while Super Mario Bros. 3 took the top spot in the 
Top 30, completely annihilating runners-up Batman, 
Super Mario Bros. 2 and Mega Man 2 by more than 
three times their number of points tallied. NES 
Journal went behind the scenes of LucasFilm, 
profiled NASCAR, Indy Car and off-road racers, and 
gave Power Players a peek at the 1990 Nintendo 
PowerFest (see sidebar). 

Finally, one lucky Player's Poll winner won a trip 
for four to the Nintendo World Championship finals 
in Orlando, along with another item that's gone 
down in history as a legendary prize: the gold 
three-in-one NWC cartridge loaded with Super 
Mario Bros., Tetris and Rad Racer! - DAVID 


ord Championships, which are 
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NINTENDO POWERFEST 1990 


With all the excitement surrounding the return of the Nintendo World Championships this year, 
it's easy enough to forget the event which surrounded the original. Long before there was an 
Electronic Entertainment Expo (well, five years before), there was the 1990 Nintendo PowerFest. 
Sporting a name change to show that there was more than just the championship tournament 
going on, PowerFest showed off the latest games for the NES and Game Boy from 17 licensees on 
the Power Walk (including LJN's The Punisher and Castlevania III from Konami), allowed Power 
Players to chat in person with Nintendo Game Counselors at the Super Stage Show and even 
featured attractions such as a magic show, a Reebok-sponsored Power Pad demonstration and, 
perhaps most notorious of all, a Nintendo Fruit Snacks Video Booth that invited fans to dance to a 
Super Mario Bros. rap! (Look it up on YouTube, if you dare.) 


SUPER STRATEGY 


In June 1990, Nintendo Power introduced the first of 
four Strategy Guides that would release on alternat- 
ing months with the regular magazine. Kicking off 
this bimonthly initiative was a guide to what is 
widely regarded as the greatest NES game of all 
time: Super Mario Bros. 3. Containing 84 pages of 
moves, items, techniques, enemies, maps and, of 
course, strategies, this issue also featured a ton of 
original Super Mario Bros. 3 art that hasn't been 
seen since (except on the Internet, of course)! 
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NF: You have а very unique job at a 
very unique company. How did you 
end up getting your position at Inti 
Creates? 

Believe it or not, the 
first link in the chain of events that led 
to me getting my job here was 
meeting Keiji Inafune back at New 
York Comic Соп 2010. | bumped into 
him on the show floor, introduced 
myself, and we talked (in Japanese) 
for like 20 minutes. I’ve been a 
diehard Mega Man fan since I was four 
years old, so this was life-changing for 
me. Fast forward to 2012, where we 
came into contact once again via 
social media, and after exchanging 
some nice messages back and forth, 
we became friends on there. Through 
him, | was able to befriend some really 
cool industry people that | had never 
met in person before at that point in 
time. One of them was Takuya Aizu, 
CEO of Inti Creates and the guy who is 
now my boss. | had lived in Japan 
wice before - doing a semester 
abroad during college and working as 
an English teacher for a year after | 
graduated - and in March 2014, | went 
о Japan for а third time because | 
missed it so much. Never in a million 
years when I left for Japan last year 
did I think | would ever find myself 
iving here. But, as fate would have it, 
one night after a hard day at the job I 
was doing after arriving last March, | 
shot for the stars and messaged Mr. 


Гуе never seen one of 


these in the 


Aizu to ask if Inti Creates was hiring, 
and if they needed someone like me 
who was bilingual with a linguistics 
background and some years of experi- 
ence in marketing. Well, it turns out 
they did. | was graciously invited for 
an interview, and | was offered a job 
the next day. Sometimes, truth is 
stranger than fiction. 


Inti Creates is now working directly 
with Keiji Inafune on Mighty No. 9, 
and also with Koji Igarashi to make 
Bloodstained: Ritual of the Night. 
Growing up, you must have played 
nearly all of their games. What were 
some of your favorites, and why? 
Oh, | very much did! As | said previ- 
ously, I'm a diehard Mega Man fan, so 
those games were my lifeblood 
growing up, and Mega Man 2 is still my 
most favorite game of all time. To this 
day, | own every single Classic Mega 
Man series game released in North 
America, and almost all the Classic 
series games released in Japan. The 
series truly captivated me as a child, 
and even though I got older, (kinda) 
wiser and (maybe) more mature, I still 
have that same love for Mega Man. 

As for Castlevania, growing up 1 
played Simon's Quest more than the 
other NES games, since it was the only 
one I had, and I liked the series quite a 
bit. Symphony of the Night was one of 
the first games I bought when I got a 
PSI, and to this day it's my favorite in 


the series - and easily in my Top 20 
favorite games of all time. 


What are your main responsibilities 
at Inti Creates, and what goals have 
you set for yourself for carrying out 
those responsibilities? 

| wear a lot of hats at Inti Creates 
(figuratively and literally), and since 
I'm the only native speaker of English 
and the only person from North 
America at the company, a lot of 
things fall into my wheelhouse. All 


kinds of translation and game localiza- 


tion work, in addition to PR, online 
marketing, managing the English 
social media accounts and website 
and being the window to the Western 
world, leaves me with plenty of things 
to do. My overriding goal is to get as 
many games, merchandise, et cetera, 
that are only available in Japan at this 
time into the hands of gamers around 
the world. 


What's your day-to-day work life 
like? 

I've been traveling so much lately it's 
getting hard to remember! On a 
normal day, though, I'll start by 
checking my email and the social 
media accounts and taking care of 
those responsibilities. With the time 
difference between North America 
and Japan, | have to make any social 
media activity happen before it gets 
too late back in the States. This 
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usually takes me to my lunch break. 
The afternoons are usually dedicated 
to doing my localization/translation 
work, and, of course, meetings. 


How have things changed for you 
and the company now that you've 
been a part of not one, but two of 
the most successful Kickstarters in 
video game history? 

It's been so exciting, and personally, I 
think Inti Creates is in the best place 
we've ever been so far, and these 
Kickstarters are a huge reason why. 
They've really helped to finally give 
fans outside of Japan an idea about 
who we are, and the kinds of games 
we love to make. 


How important of a role do you think 
Inti Creates’ social media strategy 
played in the success of the Mighty 
No. 9 and Bloodstained Kickstarters? 
I think it was huge, and the folks at 
8-4 (Mighty No. 9 campaign) and 
Fangamer (Bloodstained campaign) 
deserve a heck of a lot of props for 
the amazing work they did with all of 
us for those campaigns. 


Do you think either game would have 
done as well if fans weren't angry at 
both Capcom and Konami for parting 
ways with Keiji Inafune and Koji 
Igarashi, effectively putting an end 
to the Mega Man and Castlevania 


franchises as we knew them? 

It's hard to say exactly how different it 
would have been, but we all know 
those feelings from the fans had an 
impact on the campaigns. I sincerely 
hope that both Mega Man and 
Castlevania get the love they deserve, 
but, in the meantime, it's gonna be a 
blast to work on games that so many 
fans, myself included, want to play. 


What are the pros and cons of having 
harnessed the emotional (and some- 
times financial) investment of so 
many fans? 
Fan support is what keeps us going 
and working hard every day. There's 
nothing greater in this line of work 
than receiving heartwarming 
messages from fans and knowing that 
the work you did on a game has had a 
positive impact on their lives. 

| would say the cons of all of this 
are the feelings of not wanting to dis- 
appoint those who have given you so 
much support, so there is that added 
pressure to make everyone happy and 
not let the fans down. 


With Mighty No. 9 so close to being 
released, are there any particular 
aspects of the game you can tell us 
about that you think will defy or 
exceed fans' expectations? 

| really think that the dash mechanic 
and the ability to absorb weakened 
enemies by using said dash mechanic 


is the basis of giving players a fresh 
and exciting gameplay experience in 
the 2D action platforming genre that 
so many of us know and love. 


On the other hand, the development 
of Bloodstained is just getting 
started in earnest. How do you think 
the team will work to make sure that 
they defy or exceed expectations 
with that project? 

The team has been working hard since 
Day 1 of the Bloodstained Kickstarter 
campaign to make sure it turns out to 
be everything the fans want it to be, 
and more. To give you an example, 
during the Golden Week holiday in 
Japan (where everyone was supposed 
to have about five days off in a row), 
lead artist Yuji Natsume came to work 
every day from early morning to after 
midnight so that he could get all those 
amazing art assets out to everyone. 


Inti Creates is most well known for 
Mighty No. 9 and Bloodstained, but 
the company has been around for a 
long time, having worked on many 
original and pre-existing intellectual 
properties. What lesser-known Inti 
Creates games do you think best rep- 
resent the studio, and why? 

Without a doubt, that would be Azure 
Striker Gunvolt. It was released in the 
Nintendo 3DS eShop last August, and 
it was the first game - along with 
Mighty Gunvolt - that was not only 


developed by us, but published by us 
as well. Not only was this the first 
game that we published, Gunvolt is 
our own original IP as well! So this 
game is 10096 Inti Creates through 
and through, not to mention the fact 
that it's a 2D action sidescroller. We 
really love making those kinds of 
games. 


What are some of the pros and cons 
of being an American working for a 
mostly Japanese company? 

Well, for starters, you're really easy to 
find in the office! As the only person 
at the company not just from the USA, 
but from North America as a whole, 
you're kind of like a cultural ambassa- 
dor, which can be both fun and pres- 
suring at times. 

For the most part though, if you're 
accustomed to Japanese culture and 
have an understanding how certain 
business practices here differ from the 
US, you can assimilate quite well. I'm 
not a native Japanese speaker though, 
so there are times when I would just 
ove to be able to explain things or 
present things in my own native 
anguage, but at the end of the day, it 
just means | need to keep getting 
better at Japanese. 


After working on these two spiritual 
successors to Mega Man and 
Castlevania, are there any other 
major franchises that you'd like to 


see Inti Creates take on next? 

My second favorite game of all time 
after Mega Man 2 is Final Fantasy 
Tactics, so | would be over the moon if 
we made a game like that. 


Keiji Inafune and Comcept recently 
announced a Kickstarter campaign 
for Red Ash, a game that looks like 
the Mega Man Legends equivalent of 
Mighty No. 9. Other than sharing 
character names like Beck and Call, 
do you think there will be any other 
connections between Mighty No. 9 
and Red Ash? 

The project certainly looks like a lot of 
fun, and while it's hard to say at this 
point if the worlds will be connected 
somehow, I trust in the team that Mr. 
Inafune has assembled for this project 
to come up with some really cool stuff. 
While we as Inti Creates are not 
involved with this new project, we cer- 
tainly wish our friends at Comcept the 
best of luck on this new adventure! 


Finally, if you could have any super 
power, what would it be? 

Maybe this is being influenced by the 
fact that I’ve been traveling to the US 
for work so much lately, but | would 
love to have teleportation powers! I'd 
save so much time, could see friends 
and family back home whenever I 
want and say goodbye to nasty 
airplane food forever! 
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Today. bumped into my old landlord. He 
invited some friends over and we played 


n. I lost. 


a fun game of ‘Dodge the Bato 
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Overstuffed with Adorableness 


YOSHI'S WOOLLY WORLD 


IMAGINE PLAYING A game that 
absolutely blows your socks off - 
every screen looks incredible, the 
controls are rock solid and every level 
is a unique experience that makes you 
feel like you're on a huge and unpre- 
dictable adventure. 

ve played just such a game, and 
for the past 20 years I’ve compared 
every single platformer (often unfa- 
vorably) to the gold standard that is 
Super Mario World 2: Yoshi's Island. 
No other game has quite captured 
that mixture of outstanding atmo- 
sphere, original ideas, solid level 
design and surprisingly fiendish diffi- 
culty. 

Nowhere is this more true than in 
Yoshi's Island's own sequels - they've 
just always somehow managed to get 
it wrong. Yoshi's Story's difficulty was 
aimed at infants, while the "Artoon/ 
Arzest" trilogy of Yoshi Topsy Turvy, 
Yoshi's Island DS and Yoshi's New 
Island have all been ugly, clumsy to 
control, and, worst of all, entirely 
unoriginal. 

So it was that | greeted Yoshi's 
Woolly World cautiously. This time 
around the game is developed by 
Good-Feel, the same team who 
created the adorable Kirby's Epic Yarn 
and the underappreciated Wario Land: 
Shake It!. This gave me hope that it 
would at the very least be playable – 
but I never expected them to weave 
together something this good. 

The game begins on Craft Island, 
where Kamek the Magikoopa appears 
from the sky and transforms all of the 
Yoshis into "Wonder Wool." As he tries 
to escape, two Yoshis who avoided his 
wicked spell grab hold of Kamek's 
magic sack, causing him to spill his 
ill-gotten spoils all over the fabric 
landscape below. Now it's up to the 
Yoshis to cross Craft Island, gather up 
all the Wonder Wool and unravel 
Kamek's knitted minions. 


Т] PUBLISHER: NINTENDO 
ШЫЙ DEVELOPER: GOOD-FEEL 
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Woolly World is structured just like 
Yoshi's Island was, 20 years ago. There 
are six worlds, each containing eight 
levels (plus a secret ninth level). The 
fourth and eighth levels are castles 
where you must take out a boss; a 
standard enemy you've faced already, 
grown huge by Kamek's wizardry. 

Yoshi's controls are extremely solid. 
You scarf down enemies to transform 
them into balls of wool, which can 
then be thrown, ricocheted (or would 
that be ri-crocheted?) off walls and 
used to knit together invisible plat- 
forms. You flutter jump over gaps. You 
pound the ground to smash enemies 
and demolish objects beneath you, 
and it always feels just right. 

There's no Baby Mario this time 
around, so taking a hit from an enemy 
causes a life ring to appear around 
you. You can replenish health by 
picking up small hearts or running 
through checkpoints. There are no 
extra lives here, so when you do run 
out of life, drop down a hole or fall 
onto spikes, you simply jump 
back to the last checkpoint 


without missing a beat À " 


- literally. The music 
doesn't stop playing. 
This is quite a bold 
move for Nintendo, 
who traditionally 
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love the sound of 1-Ups ringing - but 
it's a welcome change of pace. 

Every level's loaded with collect- 
ables. There are five bundles of 
Wonder Wool to find, and collecting all 
of them will knit together a new 
design of Yoshi that you can play as 
(you can see several examples below). 
There are also five Flowers, which are 
added to your goal ring as you find 
them, increasing your chances of 
playing a fruit-grabbing minigame. 
Finding all 40 Flowers in each world 
will also unlock that world's extra- 
tricky secret stage. 

And then there are Beads, which 
can be found absolutely everywhere – 
and you should collect as many of 
them as you can. You can use them to 
buy Badges before you play a stage, 
which give you advantages like a 
super-powerful Ground Pound or 
having your canine com- 
panion Poochy accom- 
pany you for the 
whole stage. 


аф 


New Badges are unlocked as you 
progress, and you'll occasionally get a 
chance to try them out for free. 

On top of this, 20 hard-to-find 
Beads in every level contain Stamp 
Patches - collecting as many of these 
as possible will unlock stamps for use 
in Miiverse. 

All of this encourages thorough 
exploration, as stepping inside any 
little nook or cranny may cause a 
string of Beads to appear, or reveal a 
fake wall containing that one missing 
bundle of Wonder Wool. You don't 
have to do it all in one run, but if you 
do, the goal screen adds a little 
flowery flourish. 

If you decide you want to skip the 
intensive treasure hunt, there are still 
many challenges 


standing in your 
path. fiy 


you, whether transforming Frame 
Chomps into Chomp Rocks by hitting 
them with a ball of wool, or riding 
over a chasm clinging to drapes like a 
cat. You're always introduced to each 
idea slowly before being challenged 
again and again, then the stage ends 
and it's on to the next new idea. There 
isn't a single level thrown in as 
padding to stretch the play time, 
which is a surprise when every level is 
literally made of padding! 

If all of this sounds a little too 
tricky for you, then you have quite a 
few options. Two players can take part 
side-by-side and help each other 
through the game, or you can scan 
your Yarn Yoshi amiibo to gain a 
computer-controlled partner. And of 
course, there's the Mellow Mode for 
novices, which gives Yoshi unlimited 
flight, making the game much easier. 


Every single stage throws new ideas at 


| haven't even mentioned the 
woolly visuals yet! In short, they look 
absolutely fantastic. Every stage uses 
fabric in an inventive way, flawlessly 
integrating it with the gameplay. A 
creased cushion can be crumpled up 
to reveal hidden items, while loose 
knots of wool can be licked up to 
unravel obstacles like a cartoon 
sweater. And you simply can't beat an 
adorable woolly Lakitu made up of a 
handful of threads! 

The music is also exceptional and 
constantly surprises - from joyful 
whistles as you run across cushioned 
fields to the electric guitar when you 
head into lava-scarf caves. As you 
come across music in the game, it's 
automatically added to your sound 
test, and there's a lot of it to find, as 
few tracks are used more than once. 

The boss battles themselves are 
mostly fantastic. A few familiar faces 
appear - such as Burt the Bashful and 
the Naval Piranha - but they're taken 
down in all-new ways. One minor dis- 
appointment is the mid-bosses in 
Stage 4 of each world. In Worlds 1 and 


2 you take on a giant Monty Mole and 
Paratroopa, respectively. But then you 
face them again in Worlds 3 and 4, 
and a third time in Worlds 5 and 6. 
While they do get progressively more 
challenging, this is the one area where 
Woolly World fails to conjure the 
wonder and surprise that the rest of 
the game does so well. 

But as far as criticism goes, that's 
all there is. This is the sequel Yoshi's 
Island has always deserved. From the 

craft-based visuals to the crafty 
level designs and a balanced, 
well-executed challenge, 
everything about 


WEAVING IN THE AMIIBO 


As in the upcoming Super Mario Maker, Nintendo's added compatibility 
with tons of different amiibo figures to Yoshi's Woolly World — and, in 
fact, the functionality is similar in both cases. Mario can turn into 
"Costume Mario" and take on the looks of dozens of different Nintendo 
characters in Super Mario Maker, and so too can Yoshi here - but 
rather than transforming entirely into the body of the scanned charac- 
ter, Yoshi will instead alter the colors and pattern of his wool to 
resemble the amiibo you've just placed on the Wii U GamePad. There's 
a Mario Yoshi (seen above), a Mega Man Yoshi, a Sonic Yoshi... almost 
all of the existing figures are supported. Meanwhile, if you buy and 
scan the actual, super-cuddly Yarn Yoshi amiibo (available in Green, 
Pink or Light Blue), you'll summon forth a second Yoshi to be able to 
play as "Double Yoshi." That will allow you, as a solo player, to take 
actions and complete tasks you'd otherwise need a second player for. 


want to get back to searching for the 
last few missing items and beat the 
last few secret levels! 

| have no doubt that some people 
will skip Yoshi's Woolly World because 
of how overstuffed with adorableness 
it is, but that would be a huge mistake. 
There's no shortage of 2D platforming 
on the Wii U, but Good-Feel has 
managed to tailor one of the very best 
games on the console. This isn't a 
stitch-up. Buy it! - MARK 


Yoshi's Woolly World 
will enrapture you 
from beginning to 

end. Even now I 
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THE EUROPEAN 
ADVANTAGE 


Earlier this year, North American fans got 
to enjoy Kirby and the Rainbow Curse 
several months before European players. 
With Yoshi's Woolly World, the situation's 
reversed: The game's already on sale in 
Europe, but it won't arrive in the States 
until October 16! This early review of the 
European version should convince you to 
put your money down now, though. 
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ASK THE 
FORCE 


WHAT GAME SERIES 
SHOULD GETA 
"MAKER" NEXT? 


BRETT 
The Maker of Zelda is 
the next logical step for 
Nintendo. 
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THOR 
Metroid Maker! The 2D 
Metroid games are 
rather modular as it is, 
which would make it a 
snap to assemble areas 
and set parameters 
around them. 


DAVID 
We came so close to 
having a Mega Man 
Maker already before 
Mega Man Universe was 
cancelled, while Mega 
Man Powered Up was 
relegated to PSP exclu- 
sivity. I’d still love to see 
Capcom take another 
swing at it, though. With 
X included as well! 


ees 


REBECCA 
Let's go really old- 
School: Pac-Man Maker. 
Making the mazes would 
be extremely simple, 
and you could turn them 
into danger-filled chal- 
lenge levels or playable 
works of 2D pixel art. 
I'm really surprised 
Bandai Namco hasn't 
released something like 
this already! 


AARON 

Elite Beat Agents Maker! 

Sure, it's esoteric, but 
being able to craft comic 
panels, music selections 
and beat patterns would 
make for some interest- 
ing challenges and likely 
hilarious stories, and it'd 
be a natural fit with the 
touchscreen interface. 


Bowled Over 


LORD OF MAGNA: Maiden Heaven is a game with a difficult birth: 
It was in production when developer Neverland (creators of the 
Rune Factory and Lufia series) sadly declared bankruptcy and 
closed in late 2013. Luckily, publisher Marvelous AQL brought the 
same team back in to complete the game. What resulted is a game 
that's rough around the edges, but is still loads of fun. 

In Lord of Magna, you are Luchs, the owner of a small rural inn 
that quickly becomes a boarding house for seven powerful and mys- 
terious girls called Artemisias. All of these Artemisias have 
amnesia, and it's up to you to help them remember who they are 
and how they came to be where they are. Unfortunately, unlocking 
their memories reveals a sad and violent shared past that they 
probably would rather have had remained forgotten. 

The game is played in a standard strategic RPG style with free- 
roaming mobility instead of the usual grid layout found in these 
types of games. The battling system is best described as "Bad Guy 
Bowling": opponents will knock each other down and take damage 
when they collide. | have to admit, | was skeptical about the "line 
"ет up, knock "ет down" playstyle, but it turns out that it’s a lot of 
fun and especially rewarding when you're able to earn an extra turn 
by knocking out at least 10 villains in one shot. 

Character designs, animations and portraits are very nicely done. 
The backgrounds are also detailed and crisp. Fanservice-wise, 
there's nothing too over-the-top to be found, with the exception of a 
single bath scene. (And this scene is easily avoidable as long as you 
remember how a proper gentleman is supposed to act around an 
all-girl bath house.) 

The music is one of the high points of the game - it's varied and 
memorable (but unfortunately there's not enough of it). Voice 
acting, when it's there, is good. The lines that are acted seem to be 
random at times: Some are obviously key lines in the story, but 
others just seem to be bits of conversations that were never 
finished. 

unfortunately, the rough development cycle of this game does 
show in places. For starters, it's over before you know it - | finished 
around the 21-hour mark. This game could have easily been twice as 
long considering how many characters there are to build up in 
levels and in relationships. Also, the final few Artemesias are intro- 
duced so late in the game that there's barely any time or opportu- 
nity to delve into each of their stories, which makes it hard to 
become attached to them. There's also quite a bit of slowdown 
during some of the crowded battles in later chapters. It doesn't 
impact the action much, but it is definitely noticeable. 

Lord of Magna's incompleteness shows most in the fact that it 
attempts to do little bits of a lot of different things (dating sim, item 
crafting, farming through StreetPasses) but doesn't offer enough of 
any of these aspects to be engrossing. This is particularly disap- 
pointing in the dating sim aspect, since the more you unlock an 
Artemesia's heart (basically the act of leveling up your relationship 
with your chosen girl), the more abilities that character has in 
battle. But, the fact that these "heart moments" are limited to only 
certain characters at specific times makes it impossible to unlock all 
of the characters' abilities in a single playthough. Luckily, there's a 
New Game Plus option available once you beat the game for the 
first time, which allows you to carry over some of the characters 
intact with everything they've earned into the next game. 
You'll need to complete the game several times in 
order to unlock everything for all of the characters 
and see all of their endings. 

Lord of Magna's not a bad game, it just feels 
unfinished. A little more time and polish could 
have made it great. - THOR 
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í This may sound strange, but...you ы 
wouldn't happen to know what I'm N 
doing here, would you? 


Yeah. The usual you is the best you, I 
think. | 
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JP's has borne the burden of protecting this 
country from the supernatural for ages. 


A Second Shot for the Second Survivor 


SHIN MEGAMI TENSEI, as a series, 
is devilishly complex. What started as 
asimple franchise has now evolved 
into a massive hydra, with sub-series 
like Persona and spin-offs galore. One 
of the most popular off-shoots is Devil 
Survivor, a pair of games that ben- 
efited from the large install base of 
the DS and an increased focus on 
strategy over action. Now, years later, 
here we are with a 3DS remake of the 
second Devil Survivor, which has a 
brand-new story arc in tow, as well as 
alot of tiny extra improvements. If 
you've been wanting to try out this 
series and have a knack for strategy 
RPGs, this is what you're looking for. 
If you've never played the game 
before, the concept is rather simple 
for an SMT game (at least at first). You 
take on the role of a student who's just 
been through a recent earthquake in 
Japan. The situation is bleak enough - 
as the end of the world seems 
imminent - but demons are thrown 
into the mix for good measure, just in 
case you weren't scared enough. It's 
here that you'll learn to operate a 
device that allows you to summon 
your own demons, to fight the bad 
ones in a grid-based SRPG fashion. 
What I like about Devil Survivor 2 is 
that it doesn't really go off the deep 
end - at least, you won't feel that way 
if you've watched major anime series 
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J| Wait, you got it too? How could we all get 
something at the same time.. That’s strange 


like Evangelion. While some games 
can get pretty crazy with exposition 
and convoluted plot points, Devil 
Survivor 2 aims to keep things simple, 
while offering some layered moral 
choices and interesting characters. | 
wish the pacing were a little faster, 
however, particularly toward the 
middle of the story, as it tends to drag 
after the initial allure of the world 
wears off - but then it quickly ramps 
back up again for the exciting finale. 

For those of you looking for some- 
thing newer, in addition to the Septen- 
triones Arc from the original, you'll 
now get to experience the Triangulum 
Arc, which takes place directly after 
the events of the first. Think of it more 
like a companion piece rather than 
doubling the size of the game, as it 
offers up roughly 20 hours of extra 
gameplay on top of the main 40-hour 
story. This could have just been lazily 
tacked on, but the way Atlus has 
decided to handle this new story is 
brilliant. At the very start, your char- 
acters will be at Level 20, and all of 
your demons are going to be exciting, 
high-level creatures. 

Here's the even more amazing 
news - players who already enjoyed 
the original arc with their old DS copy 
can jump directly into the new arc 
without having to beat the entire 
game over again. That's a simple little 
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addition that isn't done enough with 
re-releases, and | definitely would 
have sprung for this option if it 
weren't for the fact that | had to 
replay the original for this assign- 
ment. The shorter nature of the tale 
ensures that it doesn't drag as much 
as its predecessor, but there are some 
times when I felt like | was grinding 
just to grind. 

So what are the other updates? 
Visual improvements are a given, as is 
the enhanced sound quality (comple- 
mented by the wonderful score by 
Shoji Meguro). Neither of them are 
noticeable at first glance, but I took 
the time to place the DS and 3DS 
editions next to each other on differ- 
ent portables, and you can definitely 
tell the difference. Another big 
improvement is the added flexibility 
when it comes to difficulty levels. I 
enjoyed the challenge of the original, 
but a common complaint was that 
many scenarios are far too difficult, 
and there are way too many jarring 
spikes throughout the campaign. This 
is alleviated by allowing you to change 
up the difficulty at will, without 
dumbing down the game entirely on 
lower levels - it's a great balancing 
act. 

Having said all that, Devil Survivor 
2 is still very complex. You'll spend 
plenty of time in menus even on the 
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Okay, this has gotta be a joke! | mean, 
we're not in some ridiculous monster movie! 


lowliest Blessed setting, and you'll be 
required to fine-tune your party while 
creating and crafting new demons that 
augment your group on a constant 
basis. It's a strategy game in and out 
of combat, through and through, and 
if you aren't already well-versed in the 
genre, it's easy to get overwhelmed 
and be tempted to close your 3DS to 
take a breather. In that vein, it's 
perfect for old-school strategy fans 
who may have gotten their start with 
Tactics Ogre. The entire veneer of the 
game hearkens back to an older era, 
and despite the charming new 3DS 
sheen, it still feels very much like an 
old game. 

Shin Megami Tensei: Devil Survivor 
2 Record Breaker isn’t one of my 
all-time favorite SRPGs, but it’s a fine 
addition to my collection, and | can 
see myself going back to it every so 
often. If you’re not keen on shelling 
out full price for this upgraded 
edition, keep an eye on the eShop 
over the next year ог so - Atlus has 
been known to offer digital discounts 
from time to time. - CHRIS 
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For Clever Girls (and Boys) 
LEGO JURASSIC WORLD 


WHEN THIS LATEST LEGO game was 
first announced, most of us immedi- 
ately wondered how Traveller's Tales' 
kid-friendly LEGO franchise would 
adapt the Jurassic Park movies. After 
all, none of the films is exactly Cuddle- 
Time with Barney. People die. They get 
snapped up by the merciless Tyranno- 
saurus Rex while trying to use the 
john. There are raptors in the kitchen. 

As it turns out, the alterations per- 
formed to make LEGO Jurassic World a 
family-friendly title rank among the 
game's strongest traits. This is a 
pretty funny adventure, and it's rela- 
tively enjoyable. But it plays like 
almost every other LEGO title in 
Traveller's Tales' library, which means 
it's driven by a series of punch-and- 
build mechanics that are frankly 
starting to feel older than dinosaur 
doo-doo. 

What's more, LEGO Jurassic World 
can be a vague game that offers up 
poor instructions about what to do 
next — a curious flaw for a game that's 
meant primarily for kids. Granted, 
LEGO game veterans probably won't 
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have a problem feeling their way 
around since the core gameplay is so 
similar to previous games, but new- 
comers may well find themselves 
stuck from time to time (even though 
an adorable LEGO rendition of Jurassic 
Park's "Mr. DNA" offers tips occasion- 
ally). 

That said, beyond LEGO Jurassic 
World's shortcomings, there's a solid 
content-packed adventure that spans 
all the Jurassic Park movies, including 
the just-released fourth: The titular 
Jurassic World, with all its Chris Pratt- 
quippin', dino-tamin' action. 

You eventually get to choose 
between playing in the Park or playing 
around the World, but not right away. 
When you start a new game, you work 
through a prologue that walks you 
through the first movie's iconic raptor- 
unloading scene ("Shoot heeeer!") and 
Alan Grant and Ellie Sattler's first 
meeting with park owner John 
Hammond. 

And as soon as you start playing, 
LEGO Jurassic World lets its sense of 
humor bolt like a Deinonychus after its 
prey. During the raptor transfer 
sequence, one of the workers ner- 
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vously whistles the Jurassic Park 
theme as you try to get everything 
into working order. When it comes 
time for the hapless Park employee to 
get his leg pulled into the raptor's 
holding cage, it's not his limb that 
suffers at the teeth of the beast - it's 
the oversized sausage he's inexplica- 
bly carrying around. 

Oh, and Hammond isn't allowed to 
uncork champagne for Sattler and 
Grant, of course. Instead, he serves up 
tea that has dinosaur bones in it. 

LEGO Jurassic World's awesomely 
G-rated sense of humor is, however, 
dulled ever-so-slightly by the fact that 
all the characters' lines are pulled 
from the movies themselves, and 
sometimes sound fuzzy as a result. 
The Jurassic World portion of the 
game sounds crisper than the first 
three adventures, though, and has 
some original dialogue. 

Once all the joshing and joking is 
done, it's time to get down to the 
business of surviving in the belea- 
guered Parks. Environmental items 
like trees, rocks and occasional 
hungry lizards can be brought down 
by each character's primary attack. 
There are secondary attacks and abili- 
ties, too: Owen Grady can turn himself 
invisible, Grant can use a raptor claw 
to cut through objects and Sattler is 
really good at diving into piles of 


dinosaur dung to find hidden objects. 
After you finish a level, you can revisit 
it in "Freeplay" mode with other char- 
acters to find otherwise-inaccessible 
objects and pathways. Oh, and you 
occasionally get the chance to play as 
a dinosaur, too. Score. 

Visual cues hint at how to work 
your way around LEGO Jurassic 
World's myriad puzzle scenes, but 
sometimes those cues do a poor job of 
explaining things. | found myself 
stumped early in the game because I 
didn't know I was supposed to tap the 
A Button at a particular moment 
instead of holding it down when using 
the raptor claw knife - but later in the 
game, I did have to hold down A to get 
it to work. That sort of bizarre incon- 
sistency is sure to confound young- 
sters - but then again, six-year-olds 
tend to be quicker studies than myself. 

Ultimately, LEGO Jurassic World is 
as "more of the same" as a game gets, 
but if you're an adult who's hoping to 
introduce a whole new generation to 
the awesomeness of dinosaurs, that's 
not a terrible thing. In fact, the Wii 
U version of the title should be your 
go-to option, since the Wii U's 
second screen makes for easy dual 
play. 

True, the game's puzzles can be 
vague, but you're a clever girl (or boy), 
right? - NADIA 
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AMIIBO COMPATIBILITY UPDATE 
CODE NAME: S.T.E.A.M. 


When I reviewed Code Name: S.T.E.A.M. in Issue #14, | asked you all to wait "until next time" for my 
thoughts on the game's amiibo usage, as the Lucina and Robin figures weren't yet available. Well, 
they still weren't on sale as the deadline for Issue #15 came and went! But | finally have them in hand 
now, and if you too are able to find a way to buy them, I'd suggest you do so - together with Marth 
and Ike, they form a fun, full four-fighter Fire Emblem force that's a blast to use in running back 
through the S.T.E.A.M. single-player campaign. Marth is immune to enemy Overwatch attacks, making 
him an ideal leader/scout to run into rooms first. Ike is a wrecking ball, swinging his axe to take out 
any and all destructible elements in the environment that he gets anywhere near. Robin's fireball- 
blasting Tome is delightful to use, roasting enemies from afar. My favorite of the bunch, though, is 
Lucina - she combines a leaping attack similar to Lion's Lion Launcher with a pinpoint-precise 
bow and arrow attack that can both skewer foes from a distance and also be set to arc up and 

over obstacles to hit enemies who thought they were safely lurking behind cover. None of the 
four has a healing ability and you can't change their default weapons, so fighting with them 
as a team is extra tough - perfect for S.T.E.A.M. pros who want another go! - LUCAS 
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MAKING MARIO MODELS 


And Mega Мап, and Master Chief, and the Ninja Turtles . . . pretty much any 
gaming or cartoon icon you can imagine has been transformed into an easy-to- 


build papercraft model by Christopher Beaumont, the creator of Cubeecraft. 


SUPER MARIO MAKER will let you make your 
own Mario levels to play with on your TV screen, 
and Mario & Luigi: Paper Jam will let you take 
control of a papercraft Mario toy to battle Bowser’s 
baddies - but why not build yourself a tangible 
papercraft Mario with your own two hands, to play 
with for real? We’ve made it easy for you to do just 
that, as one’s included with this issue! It’s coming 
to you thanks to Christopher Beaumont, the creator 
of Cubeecraft, and we sat down with this wizard of 
cutting, folding and character design to learn more. 


NF: First of all, what is Cubeecraft all about? 

Cubeecraft is an 
easy way to start papercrafting, a sort of first step 
into the hobby, but something even experienced 
people can enjoy ... and not just putting them 
together but designing their own as well. 


| feel like I've been following your work on 
Cubeecraft forever. When did you start making 
these models? And when did the site first go live? 
You could probably trace my interest in crafty-art 
stuff back to when | was little and making rocket 
packs out of cereal boxes and paper cups, but | 
think the real start of Cubeecraft was a packaging 
design class | had in college. | built a few paper toys 
around then, but nothing was released and things 
got shelved. When | got out of school, | started 
working on an animated television series, and | did 
that with basically no breaks for about two years. | 
hadn't really done any art for myself in that time, 
and I started feeling burned out. 

Some friends of mine were looking into doing 
vinyl toys and finding them to be prohibitively 
expensive to produce (let alone distribute). These 
problems inspired me to go back and revisit some 
of those college designs, which I revised into the 
shape we basically know today. Paper toys could be 
distributed a number of ways plastic toys could not 
(including digitally). They were cheap to produce. 
And where you might just rip a plastic toy out of a 
box and stick it on a shelf, a paper toy is something 
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you have to assemble, so there is an activity 
involved (and hopefully some kind of pride in 


decided I'd try to do one a week to try and 

break out of my funk. | put together an 

extremely basic website at first. | was using the 
20 MB of free web space my ISP gave me with my 
subscription to start. | thought I'd probably burn 
myself out of this within a month or two, but that 
was back in 2007 - now there are over 400 differ- 
ent paper toys on the site currently and a ton of 
others elsewhere. 


— Ё 
having put it together yourself). With a "standard 
model" it would also be relatively quick to 6 
customize, and pieces could be swappable. 
So | set to work on my first customs, and 
N 


Notall of your Cubeecraft models follow the exact 
same template, but many do - the block-shaped 
head, rectangular arms, stubby feet. It's a cute 
set of proportions that seems to magically work 
with any pop culture character applied to it. How 
did you settle on that standard template? 

| experimented with a lot of shapes. | wanted the 
design to be easy for beginners, and to be able to 
be assembled without tape or glue if the builder 
chose. I believed having flat surfaces for front/ 
sides/back would also make "skinning" them easier. 
I thought making the pieces somewhat modular 
would help with customization later. So the design 
goals ultimately determined the blocky shape. I 
was inspired by the super-deformed Japanese 
cartoon style to make the heads extra large with a 
tiny body. | wanted to include an actual cube in the 
design but I thought a perfectly cubed head looked 
odd - so | made the torso one so the figure would 
be a cube at the core. 

The actual dimensions for the head shape ended 
up being a happy accident - | was doodling faces 
on this special paper we had for storyboards on the 
show | was working on that had blocks pre-printed 
on the sheet — and it just clicked. 

| tried a few versions of the feet and arms - | 
had a version where the feet and torso were one 
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combined piece, but I felt the separate legs created 
а more interesting negative space on the figure's 
silhouette, and that having them separate and 
modular might create some interesting customs in 
the future. | experimented with extremely simple 
flat arms but | ultimately went for the blocky ones 
to have a more consistent volume and because I 
again thought it could lead to some other interest- 
ing customization. 

Once I figured out the sort of "plug" tabs for 
each part, things really started coming together. 


From the beginning, your Cubeecraft models have 
represented a wide mix of characters from video 
games, comics, TV shows and movies. Was there a 
specific character that inspired you to make your 
first Cubeecraft, or did you set out with a goal of 
adapting lots of different characters into paper- 
craft form from the start? 

Not in particular. The initial goal was to create 
something that could be customized into a wide 
variety of characters, pop culture-related or other- 
wise, but no one in particular was in mind. 


What are some of the Cubeecrafts you've 
designed over the years that you're particularly 


proud of? Where you got done with them and just 
sat back and said, "Yep! Nailed it!" 

| almost immediately started altering the basic 
shape of the standard template, adding pieces or 
manipulating surfaces into new pieces. Picking a 
favorite would be like trying to pick a favorite child, 
but | will say I'm particularly proud of Zoidberg and 
Mr. Stay Puft, because trying to adapt characters 
that are completely round seemed like a real chal- 
lenge at the time. There are also characters that 
never really get much love that | wanted to pay 
tribute to - like Condorman - that were cool to do 
for me on a personal level. 

It might be harder to quantify how successful an 
original design is, but | have a bunch on the site 
and in my most recent book (now available — 
shameless plug!) that, when they were done, | was 
extremely satisfied. 


Which ones have been the most popular with fans 
over the years? Do you know which ones have 
been downloaded most? 

| do have those numbers, but | rarely if ever look at 
them. Needless to say, the more popular something 
is, generally the more it's been downloaded. If I 
were chasing numbers I don't think that would be 
very interesting, and | only really post stuff that 
interests me at the time. 


You've partnered with lots of different companies 
over the years to craft officially licensed Cubees 
of their characters for them to use in promotional 
campaigns, etc. What's been the coolest partner- 
ship? The phone call or email you got that made 
you say, "No way! | get to work with this 
property?" 

There are a lot of good ones. Getting e-mails from 
Capcom or Nintendo - companies I've been follow- 
ing since | was little - are great, but the one I 
instantly think of is the Scott Pilgrim series. | had 
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PAPERCRAFT BATTLES IN PAPER JAM 


Looks a little familiar, wouldn't you say? The newly announced Mario & Luigi: Paper Jam serves as 
a crossover between the Mario & Luigi RPG series and the Paper Mario franchise, but its new 
Papercraft Battle sequences seem to be a further crossover between the virtual world of the 


game and the real Cubeecraft models Chris 


has been making for years. It’s not an exact model 


match, of course, but look how boxy Mario is in-game! That's Cubeecraft influence for sure. 


done a single Scott Pilgrim design and posted it as 
a fan. Most of the time I get an e-mail from a 
company rep or ad agency person, but Scott 
Pilgrim's creator Bryan Lee O'Malley contacted me 
personally about that project, and we ended up 
doing three series and some other cool additional 
pieces that looked great all together (for instance, 
you could build all of Scott's band - instruments 
and all). 


Other than the Mario model we're including with 
this issue for our readers, which of your other 
Cubeecrafts would you most recommend for new- 
comers to assemble first, to get the hang of the 
process? 
| would say to check out the site and just have a 
look around. Most of the characters are about the 
same difficulty level, so it's really just a matter of 
personal taste, and there are a ton to choose from. 
This being a Nintendo magazine, your readers 
will most likely be interested in this link, which 
collects all of the Nintendo-inspired designs in one 
place: cubeecraft.com/series/nintendo 


A GALLERY OF HUNDREDS 


If you're holding a print copy of this magazine in your hands, a pre-printed Cubeecraft Mario was 
mailed alongside it to get you started on your papercrafting journey. If you assemble it and find 
that you've enjoyed the cutting, folding and construction process, Chris has got literally hundreds 
more where that came from. Pictured above are just a handful of what's available on his site! 


Come to think of it, there are a number of acces- 


sory items such as Question Blocks, bricks, 
Goombas and more at that link that would be a 
good warm-up for the Mario model. 


I'm sure by now you've seen Mario & Luigi: Paper 
Jam in action - including its special battles that 
introduce the mega-sized Papercraft Mario! What 


do you think of the Paper Mario world finally 


embracing papercraft models? I’ve got to think 
that Cubeecraft’s popularity over the past several 
years had to play a role in the game’s designers 


coming up with the idea in the first place. He 
looks very Cubee-ish! 

It’s about time! The Paper Mario games have 
always played with their world’s dimensionality, 
along with the concept that everything is paper, 
stickers and other crafty items. 


I'm a big fan of the Mario & Luigi RPG games and 


the Paper Mario games, so it's really cool to see 


them crossover. The humor in both series is fantas- 
tic, Nintendo's design is always top-notch and their 


willingness to take chances on art direction - in 


games like The Legend of Zelda: The Wind Waker - 
or really just adopt a style and concept like Paper 


Mario and run with it, is why these games have 
been some of the best. 


our readers? And what does the future of 
Cubeecraft hold? 

If your readers have any other questions for me, 
they can reach me through my site. | do have a 
requests page there as well. 


likely be revisiting the Pixel Pages project soon 


(urbanpapercollective.com) in Germany at the 


in Arnsberg. мт 


cubeecraft.com 


Finally, is there anything else you'd like to say to 


I'm always trying to keep busy with new stuff. ГИ 
(you can still get the old ones at pixel-pages.com), 
I'll be introducing Cubeecraft vehicles soon and I'll 
be joining my friends in the Urban Paper Collective 


beginning of August for our annual paper toy show 
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MAKING MARIO AT BEST Buy 


Nintendo's annual tradition of bringing E3 demos to the public continues! 


NINTENDO SET THE bar extremely high for 
itself during E3 week last year when it allowed 
players across the country to check out the latest 
Super Smash Bros. sequels at participating Best 
Buys. The company invaded Best Buys once again 
this year - on Wednesday, June 17, and Saturday, 
June 20 - this time equipped with demos of Super 
Mario Maker for Wii U and The Legend of zelda: 
Tri Force Heroes for 3DS. 

| was able to attend the Saturday event at the 
Waterford Lakes Best Buy in Orlando, Florida, and 
| was surprised by the difference in turnout. 
Whereas Smash Bros. drew a massive crowd - the 
nearly two-hour line snaked throughout the store, 
during which time a friend and | amused our- 
selves by playing Tri Force Heroes' spiritual pre- 
decessor, Four Swords - Super Mario Maker 
attracted a much smaller audience (at my 
location, at least). 

| admittedly preferred the more intimate 
atmosphere - nothing kills your buzz faster than a 
mass of tired patrons, glaring as though to say, 
"You done yet!?" Plus, fewer people meant 
multiple turns for everyone! 

As we waited, Nintendo reps passed out sheets 
listing available levels like the menu at a Parisian 
bistro. My taste buds were tingling with adventur- 
ous anticipation, so | ran my finger down to the 
"Hard" offerings and selected a forced-scrolling, 
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Koopa Clown Car entrée. My turn came around, 
and I was greeted to a blanket of projectile fire 
straight out of a Touhou Project shooter! (But 
when you're a master Vic Viper pilot such as moi, 
navigating bullet mazes is like Sunday brunch!) 

My second level - a ghost house inspired by 
The Legend of Zelda, complete with appropriate 
Link costume - gave me slightly more trouble. 
The hairiest challenge was a Kuribo's Shoe 
segment in which I rode a Skull Raft while 
avoiding Thwomps - getting hit caused me to lose 
my footwear, making the obstacle immediately 
following impossible to clear. (But | did it!) 

Satisfied with my Mushroom Kingdom exploits, 
| joined two others for a round of Tri Force 
Heroes. | can say with certainty that this is the 
hardest Zelda since the originals. Many puzzles 
are timed, demanding that all three players work 
in unison - and since everyone shares a health 
meter, one person's failings affect the whole 
group. Even in a local environment with the 
ability to plan strategies on the fly, victory is hard 
won. It's a welcome challenge! 

| didn't try out Super Mario Maker's editor, but 
| have a feeling a little taste wouldn't have been 
enough to satiate me. Despite that, both games 
impressed me. | walked out of that Best Buy with 
excitement in my heart, wondering what Nintendo 
will plan for 2016! - TONY 


COSPLAY PHOTO BY OPERATION POWER UP 


MAKING MARIO'S 


MAP...INTOA Вос? 


How much patience do you have? 


THE MAJESTIC RUG you see before you 
was a true labor of love! A Norweigan 
Nintendo fan named Kjetil N. crocheted 
the re-creation of Super Mario Bros. 3's 
first map screen, painstakingly looping 
one tiny strand of yarn after another to 
remake, pixel by pixel, the iconic scene 
from Mario's NES masterpiece. 

What's more, Kjetil made the work 
even harder on himself by choosing to 
make the SNES Super Mario All-Stars 
version of the map - meaning he had to 
deal with several more colors and extra 
details than if he'd just picked the same 
map screen from the NES edition. 

The project was completed over the 
course of six and a half years, a bit at a 
time, clocking in at 800 hours in total. 
Now that's patience! - LUCAS 


GAME MODDING 


MAKING MARIO SUFFER 
(ов Do NorHiNG AT ALL) 


Taking a look at the Mario modding community whose viral videos 
inspired Nintendo to make Super Mario Maker in the first place. 


SEEKING FURTHER INSPIRATION for 
your own Super Mario Maker creations? Just 
go back to the source - the online community 
of modders who have worked at painstakingly 
altering games like Super Mario World in 
order to make Mario levels that cause as 
much pain and frustration as possible. 

These carefully refined torture chambers 
will have you constantly cringing every step 
of the way, feeling sorry for whoever the poor 
sap is who's at the controller trying to make it 
through each trap; each devious gauntlet. 
And then you'll take a breath and think about 
how much time and effort the creators must 
have put in to make these brutal levels 
possible! 

The trend of making tough-as-nails Mario 
levels can probably be traced back to "Kaizo 
Mario World." That's a name you've probably 
heard before, as the term "Kaizo" has gone 
on to be adopted and applied to any game 
mod that's made to be intentionally cruel to 
its players. In the beginning, though, it was 
simply meant to hold is meaning from 
Japanese, where it's a word that translates 
into English as something like "reorganize" or 
"reconstruct." Kaizo Mario World was a recon- 
struction of the 16-bit classic by a Japanese 
modder named T. Takemoto, and its viral 
popularity began when he recorded footage 
of his friend R. Kiba trying to complete the 
sadistic stages - and failing, again, and again, 
and again. 

There's just something incredibly engross- 
ing about watching someone play severely 
difficult video games with perseverance. It 
wouldn't be fun if Kiba gave up, of course - 
but he powers through, persisting through 
death after death, slowly making progress 
and eventually overcoming all the obstacles 
set before him. 

So what kind of obstacles are there? 
Everything you could imagine and more - 
gaps of a single block being protected by a 
leaping Chargin' Chuck, so you'll instantly die 
if you don't time running under him exactly 


right. Huge abysses that can only be cleared 
by expertly hopping on a series of multiple 
enemies floating in mid-air. Hallways lined 
with Nipper Plants that can only be traversed 
by maintaining a continuous spin jump to ride 
aroaming Spiny walking across them at a 
plodding pace. 

And invisible blocks everywhere! Any time 
you think there's an easy jump to be made, an 
invisible block is surely hiding in just the right 
spot for Mario to hit it and be bounced right 
back down, into a pit. Seriously, Takemoto 
thought of every frustrating thing possible, 
put all of those things into his mod... then 
added even more. 

In the years since his first Kaizo Mario 
World hack gained popularity, Takemoto has 
made two sequels - and many, many more 
mods of a similar sadistic style have come to 
life thanks to the efforts of other creators 
too. There are some that are so difficult, 
they're literally impossible to beat - runs of 
them have to tool-assisted (meaning the 
games are played at a super-slow speed to be 
able to handle everything that's happening 
on the screen at once, and later the playback 
speed of the recorded footage is normalized). 

My favorite among the "truly impossible" 
category? The "Item Abuse" series, which 
takes Mario's ability to carry and toss items 
like Koopa Shells and P-Switches to insane 
extremes. 

But finally, perhaps the most interesting 
Mario level mods are the exact opposite of 
hard - they're so easy, in fact, that you only 
win by setting the controller down and not 
touching any buttons at all. They're the 
"Automatic Mario" levels - stages that propel 
our hero through wild obstacle courses all 
with the momentum provided him by springs, 
Note Blocks and slopes. The link below is for 
one of those levels. Check it out! 

And check out all of these different Mario 
mods, just by hitting up YouTube and 
browsing around. You'll be awed and inspired 
for sure! - LUCAS 


youtube.com/watch?v=9okEGkyoDtU 


m. 


PARENTAL ADVISORY 


when levels are made to frustrate, videos of them being played often 
include the language of frustration. (But the link to the left is safe!) 
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COMMUNITY 


FIGURES TRANSFORMED 


Are there video game characters you'd like to own in amiibo form, 
but Nintendo simply hasn't released them yet? Let Sammtanius 
transform existing amiibo figures into the mascots you want most! 


WE'VE FEATURED AMIIBO cus- 
tomizations here in Community twice 
before, but most of what we've seen 
so far have been recolors of released 
characters. Sammantha Spiegel 
(a.k.a. "Sammtanius") goes another 
step further, using modeling clay and 
paint to totally alter existing figures 
into all-new characters. We asked 
her some Customiibo questions! 


NF: How long have you been doing 
toy customization? 

I’ve been doing toy 
customization since last year, around 
the time amiibo first came out. The 
amiibo are what actually got me into 
it! 


Which character did you choose to 
customize first? 
What led me into this was actually 
being frustrated that | couldn't find 
the one amiibo | really wanted. 
Naturally, that was Villager, as "та 
huge fan of the Animal Crossing 
games and that was the one I'd des- 
perately wanted since Nintendo 
announced amiibo in the first place. 
| ended up settling for getting a 
Diddy Kong, which is the main Super 
Smash Bros. character | use in-game. 
However, he really wasn't what | 
wanted, so | ended up sculpting him 
into the Final Smash version of Diddy 
Kong. People really liked the way he 
came out, so | shared him around оп 
various websites, had a few features 
praising my work and | just kept 
making them! 


Who are your favorite (or least 
favorite) amiibo characters to cus- 
tomize? 
My favorite amiibo to work with has 
got to be Pikachu. He's just adorable, 
and no matter what you put him in, 
he's always going to be adorable. My 
other favorite is Peach - her design 
is so dynamic, and there are so many 
different designs that can be applied 
to her. 

My absolute least favorite is 
working with Bowser. Much like in 
the games, he's pretty annoying. He 


is, to date, the thickest and heaviest 
amiibo - making him extremely diffi- 
cult to take off of the base and 
remove pieces from. My first Bowser 
custom was turning him into King K. 
Rool, which literally left me with 
black and blue hands. 


Do any of your works stand out as 
your favorite? Or have any proven 
exceptionally popular with fans and 
collectors? 

My personal favorite will always be 
my Final Smash Diddy Kong. He is 
special to me, being my first 
personal amiibo and very first 
custom. | haven't done one like him 
again. 

My most popular customs people 
ask me to make for them are Cranky 
Kong and - strangely - Alice from 
Alice: Madness Returns. 


So you take commission requests, 
then? On Etsy, perhaps? Do you sell 
alot of the same ones, or are your 
creations more often one of a kind? 
| occasionally take requests for com- 
missions; however, | don't typically 
list them on Etsy. The only designs 
I’ve had repeat requests on are 
Cranky and Alice. So I'd say yes, they 
are one of a kind. 


Are there any you decided you'd 
rather keep for yourself, for senti- 
mental reasons or because they 
were just too cool to sell? 

I’ve kept three for myself out of all 
the ones I’ve made. Diddy Kong (as 
mentioned above), Little Mac and 
Mega Pikazard Y. One of my other 
more popular works, | kept him 
because out of all the customizers, | 
was the first to make a Pikazard 
amiibo. | also kept the black-and- 
orange outfit Little Mac because he 
was a gift for my boyfriend! 


Your amiibo customs seem to fre- 
quently go beyond simple recolors 
to more complex variants on these 
characters, adding accessories and 
sometimes turning them into 
entirely unrelated characters. 
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Could you tell us more about that? 
| make a lot of alterations to a lot of 
amiibo, mainly because certain 
people ask for a character who's 
nonexistent in amiibo form. So I’ve 
done things like turning Bowser into 
King K. Rool, Sonic into Amy Rose, 
Yoshi into Koin . . . and I just got 
done with Bowser as Bashmaster 
from the Donkey Kong series. I liter- 
ally use the amiibo statue and sculpt 
them into peoples' desired charac- 
ters. It's not just a separate piece or 
toy I stick on a base; | put a lot of 
time, patience and really a lot of 
heart into making them. 


Can you share any tips for custom- 
izers who are just starting out? 

As for tips, | would say use premium 
paints and choose a clay that works 
well for you. Don't be convinced to 
work with something you aren't com- 
fortable with just because others use 
it and harp about it. Also, don't be 
discouraged by other people if they 
give you negative feedback about 
your work. Just keep going and you 
will improve at your own speed. 


COMIC BREAK 


"24 aA 


ЕХ HEY, WARIO... 


WHERE ARE 
YOUR ÀNIBO? 


V, Учи | ご 
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THANK YOU, MR. МАТА! 


Just as this issue of our magazine was wrapping up its production cycle, we - along with the rest of the 
Nintendo fandom around the world, and the entire video game industry beyond that - were dealt a severe 
blow when we learned that Nintendo's President, Satoru Iwata, had suddenly passed away. He was 55 years 
old - born on December 6, 1959, he left us on Saturday, July 11, 2015, after losing his battle with cancer. 


The fact that he was sick was known publicly - he'd missed attending the last two ЕЗ shows in person on 
the advice of his doctor, and last year he'd had surgery to remove a tumor found growing on his bile duct. 
At the time, it seemed like that procedure had gone well. The reports coming back from Japan were 
positive, and Mr. Iwata resumed his duties as both President of Nintendo overall and CEO of Nintendo of 
America later in 2014 - we reported on that just a few issues ago, in the News section of Issue #12. 


But it seems the illness was still taking its toll. 


The event of Mr. Iwata passing away demands recognition and a full celebration of his life and accom- 
plishments, and | want to let you all know that our plan is to provide exactly that. Our final deadline for 
content to be turned in for this issue was Friday, July 10 - meaning this issue was already nearly done when 
Mr. Iwata passed away the very next day. Rather than cut content we had already prepared for you here and 
shoehorn in a celebration of Mr. Iwata's life at the very last minute, we made the decision to acknowledge 
his passing here on this page - then let you know that we'll dedicate our entire next issue to him. We're 
going to take our time and do it right. | hope you all understand. 


And | hope you all will participate! In the days that have passed since July 11, it's been incredible to see 
the outpouring of love, support, encouragement and creativity from fans honoring Mr. Iwata's life and 
everything he's meant to us. We'd like for you to share your stories with us! Send us your memories of Mr. 
Iwata. Your artwork. Or share with us the stories and art you've seen shared by others that have 
helped you so far. We'll collect them all and create a lasting, printed volume that will endure, so even years 
down the road we'll all be able to look back and remember how the sadness of Mr. Iwata's passing resulted 
in such a beautiful unification of heart for Nintendo fans. 


This will take the place of the Player's Poll contest for this issue. 
We'll resume the Player's Poll next time, with double prizes to make 
up for the fact that it's skipping an issue. 


Let me be the first to say, "Thank you, Mr. Iwata!" Without your 
leadership, Nintendo would not have endured the ups and downs 
of the last 13 years anywhere near as well as it has. Without your 
intelligence, we would have been denied the joys of dozens of 
classic games over the last three decades. And without your 
goofy sense of humor, being a Nintendo fan just wouldn't be 
nearly as much fun. Thank you for, well, being you! 


Send your stories, art and anything else you'd like to share to: 


thankyouiwata@nfmagazine.com 
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